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...THESE TICKER TAPE MESSAGES RELAY MESSAGES TO ALL MY AGENTS IN THE OFFICES... I WONDER HOW THE NEW TEAM ISGETTING ON? 


Psst . . . A WORD FROM 
THE BOSS UPSTAIRS 



heated discussion about the Poll Tax. 
Predictably, being the type of person I 
am, I was on Maggie's side not Neal's. 
To me personally die Poll Tax means I 
don't have to pay more rates than I did 
last year (The company's rates will be 
going up by the maximum 25%). If a 
quarter of the local authority's income 
comes from the Poll tax then I think it 
is about right to share that part evenly 
across the local community. I can't see 
the logic of paying an extra £70 in 
Chelmsford to subsidise the people of 
Wandsworth if they only have to pay a 
third of the amount that we pay, but 
that's beside the point. Surely, if the 
Poll tax is too high for people to bear 
then local authorities are spending too 
much. 

The issues of the Community Charge 
lead into one of my favourite subjects. 
Start a discussion on this in a crowded 
train carriage and you'll end up with a 
seat, and the rest of the carriage to 
yourself. 

Just look at all the tax we pay in differ¬ 
ent ways. It's a wonder there’s any 
money left to buy computer games at 
all. [No John this is not politics, it's 


my educational piece, for the young 
ones, honest] .... [Oh alright then!] 
The views expressed in this Psst... are 
entirely the personal views of the Boss 
and should not be construed as the ide¬ 
ology running in the red veins of the 
Editor. [Now go away or I’ll cut off 
your telephone and take away your 
Macintosh, and then where would you 
be?] As I was saying: 

When you buy a game from us about 
13% of the money (three twenty- 
thirds) goes straight to the Customs 
and Excise as VAT. Unpaid tax collec¬ 
tors we are. The company pays £5000 
a year in rates (for which we get zilch) 
and 10.45% Employer's National 
Insurance contributions on all the 
money we pay to our thirty-five staff. 
This done adds 2% to the price you 
pay for a game. 

If we make a profit we pay at least 
25% of that to the Inland Revenue. If 
we make a loss we can keep it all. 

If the companies we buy our stock 
from make a profit they have to pay at 
least 25% of that to the Inland Rev¬ 
enue. We pay 6% Import Duty on any 
stock we import from abroad. 

The company cars have 25% Car Tax 
on the new price plus 15% non- 
reclaimable VAT. We even pay VAT 
on the damn Car Tax. Then there's the 
Road Fund Licences as well. 

Our staff pay 25% income tax and 9% 
National Insurance on any pay over 


their tax allowance. From their wages 
after tax they have to pay their Poll 
Tax (you have to earn £600 gross - 
which costs the company £660 - to 
pay £400 Poll Tax). Most of the things 
the staff buy will incur them VAT. The 
petrol they use to get to work attracts 
Excise Duty. And of course all the 
companies they buy things from have 
to pay Corporation tax and National 
Insurance etc. etc. etc. 

All this taxation comes indirectly from 
your pockets when you buy games, as 
it does whenever you buy anything 
from anybody. 

Surely then, while it appears on the 
surface that the rate of Income tax is 
important it actually doesn't make a 
blind bit of difference whether it is 
25% or 35%. Wages alone are taxed at 
25% plus 9% NI plus 10% Employers 
NI. The layered effect, where money 
we use somehow runs along the gutter 
slipping and sliding down the drains of 
the government coffers, must push up 
the total of our taxation to 60 or 70% 
or more. Enough to cripple the econo¬ 
my when combined with high interest 
rates, inflation and a balance of pay¬ 
ments deficit? 

Boring aren't I? 

Hello.... Anybody.... [they've gone 
John. Get the Little Psst... ready] 


THE BOSS UPSTAIRS 



Australian beach while you're reading 
this. Don't worry though, you haven't 
got rid of me that easily. I'll be back 
next month! OK then, firstly onto the 
subject of me not receiving any 


J o HE 3NT K N I G H T * S 

A Little Psst... Downstairs 


Helpline messages or scripts... WHY! 
In the end I put this down to that awful 
postie of ours; he can't be delivering 
them. Never mind though, I will just 
expect twice as many next month! 

Thanks to all the members who sent in 
solutions last month. We now have 
help on all the adventures that were 
asked for so here is my next list - 
Drakkhen, Bloodwych Data Disk, 
Deamon's Tomb, The Colonel's 
Bequest, Conquest's Of Camelot, Sim 
City (or a players guide with tips!) and 
last of all Chaos Strikes Back. Not 
much to ask for eh? This month’s 
solutions draw winner is Mr. P Tzouzi- 
nakis from Greece. Thanks to him for 


sending Leisure Suit Larry III, Man- 
hunter II and many more. Well Done. 

If you wish to write solutions for us 
then please contact me on the Helpline 
number for more details. 1 would like 
to say a few special mentions to - June 
and Phillip Atherton, Peter Bowers, 
Kate Field and Richard Perry for their 
continuous help and hard work writing 
solutions for us. Well done gang, 
you're all great! 

That just about rounds it up for this 
month. I'll be thinking of you all while 
I'm away (I don't think!). Bye. 

JOHN KNIGHT 
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News File 



Isn't it always the way 
that computer shows 
have a habit of falling on 
magazine deadlines. 

This time it's the Euro¬ 
pean Trade Show, which 
starts on the 1st April, 
the release date of Issue 
10 (you're holding it!) 
Pity, as I'm sure that I 
would be able to pick up 
something new and 
unseen from amongst 
the stands - well, didn't I 
think that last year? 

And wasn't I disappoint¬ 
ed? Well, I will be there 
again and hopefully will 



have some news by the 
time the next deadline 
comes around. Lots of 
things have been coming 
in over the past few 
weeks - things that I 
have waited for for a 
' long time. Now they are 
weighing down my 
pigeons as they struggle, 
to lift themselves up to 
my office. Poor Horace 
had a terrible time 
with the Midwinter 
box - have you seen 
the size of it? If m 
there was a nuclear^ 
winter, you could 
bury the packag¬ 
ing and use it for a 
fall-out shelter! 
Xenomorph also arrived 
yesterday, which was a 
relief - and also there is 
news of the new Hound 
of Shadow game... Dare 
you not read on? 

First off this Issue is a game that I 
have been waiting to mention again 
since October! It's that time of the 
month again for our Editor as Elvira, 
Mistress of the Dark, wings her bat¬ 
like way into your homes as Horror- 
soft finally release her on the unsus¬ 
pecting world. The game (yes, that's 
my job, to talk about the game) is full 
of the goriest graphics around, and the 
demo is full of meat cleaver-wielding 
cooks, deadly eye-wrenching falcons 
and severed heads bobbing in caul¬ 
drons. All good family stuff! The 
whole package comes wrapped up 
with a whole host of new features that 
take the Personal Nightmare interface 
and extends it. Now it includes real¬ 
time animated fighting sequences and 
a heavier role-playing slant to the pars¬ 
er. Icon-driven, fully graphical, the 
guys from the dungeon have removed 
all text input, but that doesn't really 
make any appreciable difference. To 
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stay 
in my 
job, I 
must 
enthuse 
),/ about this 
/ product 
/ almost to the 
point of lunacy, 
but that aside, I 
feel that Elvira has 
bettered the under-rated Personal" 
Nightmare format - and both should be 
on the list of anyone who wants an 
refreshing adventure with a guaranteed 
cringe in every playing! And of 
course, if you get bored with the game, 
there's always the pictures of Elvira 
(Grade 1 sexist comment thrown in for 
good measure and bad taste). 

While we are on the subject of horror, 
Melbourne House have brought out 
Demon's Tomb - The Awakening for 
our delectation. The presentation of 
the game reminded me a little of the 
Hound of Shadow tactics. Getting 
people to play adventure games is 
quite a matter of espionage lately, with 
all manner of bells and whistles added 
onto programs that a few years ago 
would have been straight text adven¬ 
tures. Here, as in HoS, you are forced 
to play a prologue that bears starkly on 
the eventual solution of the game. 
Taking the part of your character's 
father, you find yourself caught in a 
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- - - DO NOT READ 



mys¬ 
terious fire at an archaeo¬ 
logical dig in Devon. With few 
objects and even fewer options, you 
must save clues from the ever-spread¬ 
ing flames in order that you can find 
them later and solve the whole affair. 
This start throws you immediately into 
the role of Edward Lynton, fighting for 
his life - and the excitement really 
does get to you. You'll have to replay 
it more than once to unearth the final 
way to rescue the clues (but not your¬ 
self) from the scene. During the game, 
pressing a key allows you to switch 
onto the current graphic, though these 
are not loaded in unless you do so, 
thereby saving time during the game. 

After the prologue, your surroundings 
change to the peaceful Exmoor coun¬ 
tryside, this time playing Edward's 
son, Richard, looking for his father. 

The effect is really rather chilling and 
makes you feel that you are really a 
part of some grand movie! The parser 
seems friendly enough, with an enor¬ 
mous amount of effort going into the 
setting up of definable areas that help 
with die running of the program. This 




TOP SECRET NEWS-DO NOT READ 


ironing out any problems 
that cropped up with the 
Timeline system - and can 
only do that if they receive 
some constructive criticism 
from you lot! So if you 
have bought a copy of 
Hound and want to tell them 
way to improve it, drop us a 
line and we'll pass diem on! 

Now on to news from the Bitmap 
Brothers. Well, at least their next 
game should get us clear of all this 
tasteful terror. What's their newie 
called? Cadaver. Cadaver? That's a 
dead body isn't it? (Sound of pages of 
dictionary flipping) Ah, yes it is 
(Groan). Well at least this isn't going 
to be released for the next few months, 
but it is oddly reminiscent of those 
games on the Speccy with the cut¬ 
away room at weird and exotic angles 
(the names of which fortuitously 
escape me), though on a much better 
graphical footing. The technical term 
they use is 3D isometric viewpoints, 
but I really cannot see any reason to 
throw around this PR Executive's jar¬ 
gon in my column. The PR Exec also 
tells us, in no uncertain terms, that 
after cleaning up in the sport sim and 
shoot-'em-up departments, Cadaver 
will have the role-playing bunch 
throwing themselves from their office 
windows at the mere sight of the 
Bitmap's offering. Luckily they have 
undl Winter to live, so they had better 
make the most of it. 

Ha ha! At last, I have come to the end 
of my file on that little subject and can 
get engrossed in something completely 
new. Well, almost. Iron Lord is a 
worthy contender for Cinemaware's 
Crown (as in Crown, Defender of the). 
Son of a dethroned king, you will be 
set various tortuous tasks to prove 
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approach really does allow you to 
change things to suit you. There is 
also a menu mode - to save time in 
typing. This is accessed through the 
mouse and is really very nifty. An all¬ 
round good egg this one. Again the 
scenario and writing offers more atmo¬ 
sphere than any of its bookplate-style 
graphics, but then again what would 
they put in the reviews without those? 
'Nuff said! 

And the next... Oh no, not another hor¬ 
ror game! What is this. The Munsters 
Revisited! Well, not quite. Mystery 
of the Mummy from Rainbow Arts 
looks more like HoS than any Ameri¬ 
can sit-com re-run, with sepia pictures 
and enough similarities to make a 
court case! The story surrounds a cer¬ 
tain Herr Rabensberg (who would 
have guessed Rainbow Arts are a Ger¬ 
man company!) and his employment 
of you to track down a missing 
mummy. The front of the box shows 
the missing mother herself, but this is 
hardly noticeable behind the rolling 
mists and nubile young woman drip¬ 
ping about the scene in her nightie. 
'Poster included', states the sticker on 
the front, but I don't think that this is 
really a selling point for the game. If 
horror really stirs you, get this, but it 
didn't really quite with me; sorry. 

Trying desperately to move from the 
Hammer House of Horror rut that I 
seem to be getting myself into, I fail 
miserably and pick up news that 
Eldritch games (of 
HoS fame) have 
already started work 
on their next Timeline 
tale of terror. Book of 
the Serpent Staff. This 
includes all the things 
you have come to love j 
and hate about the 
original and also 
includes an exclusive j 
solution for people 
who played HoS 
and are taking the 
same characters 
through this 
game. Chris and 
Richard 
promise that 
they will be 
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your birthright and thwart all the usual 
repression, injustice and terror. Phases 
of the game involve arm-wrestling, 
fencing, batding knights and all the 
usual dashing things a would-be king 
must do to raise an army and bash a 
few heads open to win the crown. 

This derives and surpasses the excel¬ 
lent Cinemaware classic, yet consider¬ 
ing the time Defender has been out, it's 
really not surprising that someone has 
done it. Still a good game to get - and 
unmissable if you are still romping 
around England wiping out the opposi¬ 
tion in Defender of the Crown. 

Rings of Medusa is also falling out of 
the Starbyte cupboard around now and 
again has the feel of a Cinemaware 
product at first glance. In this you take 
the role of a young Prince forced to 
stop the Medusa's advance through 
your father's kingdom. Finding five 
rings and putting them together (hut- 
oh, sounds like die Olympics) makes 
you strong enough to defeat the 
Medusa in the final screens. You get 
overhead maps, town maps and vari¬ 
ous games within games (such as cards 
and the like), and you must find 
money to aid you at first - hopefully 
leading you to greater things (now 
why is the Prince short of a few pen¬ 
nies?) The rest of the game is fairly 
standard, but if you like games such as 
DotC and Iron Lord, then this also is 
for you. 

Times of Lore has been around for 
a long time now and it was with 
much interest that I heard that 
Origin were revamping the 
program to new heights. 

The new version is called 
Bad Blood and has some 
startling specifications. 

For a start, it's bigger. 

ToL had 256 world 
blocks (making up the 
map), whereas Bad 
Blood has a reported 
3,800! The gameplay still 
involves exhaustive explo¬ 
ration looking from over¬ 
head and this time the story is 
set in post-holocaust type ter¬ 
rain. Looks good. 


DO NOT R 


Scanning through my Sunracer Own¬ 
er's Guide that came along with my 
Space Rogue package I was reminded 
in part of trying to learn how to oper¬ 
ate my Elite ship many moons ago on 
the BBC. Yet now it is getting easier 
to conceive just what you are supposed 
to do! Using 3D filled vector graphics 
and a host of overhead and star views, 
Space Rogue is a mix of flight simula¬ 
tor and role-playing space adventure, 
with all the options to outfit you ship 
and even walk about the planets and 
space stations that you will interact 
with on your tours. If you liked Elite, 
Sundog or have a taste for space, 

Space Rogue will keep you busy for a 
few hundred hours or so! 

To finish; some bits and pieces that are 
still hanging around in the pigeon coop 
waiting to be noticed. Logotron are 
about to launch a new label that will in 
part be of interest to all you adventur¬ 
ers, role-players and strategists out 
their in Official Secrets Membership- 
Land. It is called Millennium and will 
include in it's titles games which fall 
into the arcade adventure, simulation 
and strategy categories. Watch out for 
Resolution 101 (a futuristic vehicle 
sim), the only real point of interest for 
us at the moment. 

Whisper! Whisper! At a recent parley 
with French programming giants Info- 
grames, a demo of a new game, code- 
named "Cube" was shown to me. It 
involves a new kind of mind game 
where you are trapped inside a three 
dimensional cube and to escape you 
must bounce up onto 
other surfaces, trying to 
reach the exit door. 

Perspective can be 
from any angle. The 
finished article will be 
fitted with 



sters, levels and just the right amount 
of frustration factor to keep everyone 
playing it for a long time - watch out 
for this one! 

And the last thing this month; Mirror- 
soft have decided to whet your 
appetites with talk of their forthcoming 
releases in the guise of Riders of 
Rohan and Battlemaster. Details are 
scarce at the moment, but Riders is 
based upon part of J.R.R. Tolkein's 
trilogy and comes calling itself a strat¬ 
egy wargame with numerous arcade 
sequences (like one-to-one fighting) 
and sub-games. It is designed by 
Beam Software who hold the official 
licencing rights of the Lord of the 
Rings, and programmed by Spinnaker 
in the U.S. Battlemaster is from PSS 
and hotly pursues their recent hits such 
as Waterloo and Conflict Europe. 

Here arcade-style graphics will be 
applied to a fantasy role-playing plot, 
combined with strategy and wargam¬ 
ing. From the little background and 
write-up that Mirrorsoft wave under 
our noses, it seems to hint at a style 
something akin to War In Middle 
Earth, but only time will tell. 
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...WHATS THAT ENORMOUS LORRY ARRIVING OUTSIDE THE OFFICE? IT LOOKS LIKE A REMOVAL VAN? WHO ORDERED A REMOVAL VAN? 




The world's supply of Infocom adventures is drying up. Those famous titles and 
even more famous characters are sinking into oblivion like water into sand. Our 
own Dead Letter Box confirms the shortage with an endless stream of correspon¬ 
dence imploring for A Mind Forever Voyaging on the ST or Starcross on the 
Amiga. And the drought continues. No news is certainly not good news from the 
Activision offices, where no one will comment on why these games are not still 
being produced - or even why future games are not appearing on popular formats. 
No advertising ever accompanies an Infocom title and the story looks like it is 
finally coming to an end. Whatever this revolutionary company's future, Official 
Secrets has suddenly found itself in possession of quite a large portion of the 
world's supply of remaining Infocom stock. So we set our team the task of finding 
out just what the story was behind Infocom and their eternal quest. 

A quest which now seems 
to be finally just a 
legend... 


Ottn§wT 


Infocom began 
with a group of 
friends. Each was 
a part of a body 
known as Dynamic 
Modelling Systems, 
who worked at the 
Laboratory for Computer Science in 
the Massachusetts Institute for Tech¬ 
nology. Way back in the mists of the 
1970s, a fantasy game called Adven¬ 
ture appeared on the group's main¬ 
frame computer. By today’s standards 
of complex parsers and interaction, 
this was quite basic, having two-word, 
verb-noun input for commands, yet for 
the time it was astounding. And they 
knew that they could do better. 

With the sophisticated software tools 
at their disposal and a high-level 
computer lan¬ 


guage 

named MDL (affec¬ 
tionately known as 'Muddle') that 
had been designed and developed 
down at the Lab, they began to write a 
new game. This replaced the simple 
input of Adventure and substituted a 
system that could understand preposi¬ 
tions, nouns, verbs and direct/indirect 
objects in complete sentences. Now 
you were no longer struggling through 
with commands such as 'TAKE 
SWORD', being able to PICK UP 
THE SWORD AND THROW IT AT 
THE TROLL'. Whether this is neces¬ 
sary in a game or not is less important 
now, but for the time it was exceeding¬ 
ly impressive. 


which was an 
Institute in-word - and was 
made up of the Great Underground 
Empire, including many of the puzzles 
and coding that later were to become 
Zork I, II and III. Good as this pro¬ 
gram was, it still ran on a hulking 
mainframe and in a marketing sense 
this meant that it wasn't going to get 
very far. So they split the game into 
parts, adapted it to three workable sec¬ 
tions and sent it out into the big wide 
world. Infocom, Inc. was formed. 

Once on to the commercial market¬ 
place, people began to notice Zork and 
favourable reviews followed. Sales 
began to rise and Infocom began to 
redesign their packaging and take on¬ 
board public relations and advertising 
staff. Then came the inevitable move 
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the conversion of Zork on to a host of 
computer formats. In a very short 
time, the company moved away from a 
small group of friends and became a 
full-scale business operation. 

That was where it all began - and the 
rest falls into place behind that. New 
writers joined, new titles were brought 
out and suddenly instead of three 
games, there were a whole list of 
excellent text adventures. The Wit¬ 
ness. Planetfall. Enchanter. Each one 
a best-selling game has become a 


in the whole affair is still something of 
a mystery, but there was no doubting 
that the combination of Infocom and 
Adams birthed a genuinely funny and 
challenging game with its own brand 
of warpai logic. Getting'in-tune'with 
the off-beat humour really is a must, 
but don't think you'll stroll through the 
game if you have read the books as 
this just isn't the case. In fact, it would 
probably be better if you haven't! 

Hitchhiker's was a classic use of the 
arts of interactive fiction over the ordi¬ 
nary adventure game. The difference? 

Well, by Infocom's admission. 


could ever provide. Whatever your 
own personal viewpoint, there is no 
doubting that the text and interaction 
of the games is quite enthralling. 

Take for example the characterisations 
of the various suspects in and around 
the main playing area of Deadline. 

This detective story introduces people 
that exist in the computer world, and 
will answer questions, walk in and out 
of your location and even try to bump 
you off if you get too close to finding 
out just whodunnit! This is interactive 
fiction at its most lavish, with reams of 
information, and a thousand-and-one 





interactive fiction 

Hfr WMfsm* 

'SPV W by 'all 

rather 

graphic 

_ illustrations 


ways of uncovering it. It incorporates 
a conversational style to interact with 
the characters. One might say, for 
example, "Mrs. Robner, tell me about 
your husband." This was a break¬ 
through in the parser that allowed 
Deadline to be true to its aims. And 
then there's the time limit: twelve 
hours to solve the case. It certainly 
keeps you on the edge of your seat and 
sits well on the shoulders of it's com¬ 


patriots, Witness and Sus- 


mile- 

stone in Infocom's 
history - and the his¬ 
tory of the whole adventuring world. 
Yet there were even bigger things to 
come. 

Unarguably the biggest of the lot was 
the mid-80s release of The Hitchhik¬ 
er's Guide to the Galaxy. In this you 
take the role of Arthur Dent, a man 
who wakes up one morning at his 
home in England's West Country to 
find that his house is scheduled for 
demolition. Frantic as this information 
makes him, this is nothing to the news 
that the Earth is also due for total 
destruction. One of the strongest 
points about the game was that it was 
co-written by Douglas Adams, the 
author of the original radio show and 
subsequent books, television series, et 

Whilt n^rt 


with 

a few words 

underneath'. At the time 
when Infocom were releasing the bulk 
of their titles, computer graphics, even 
at their best, were still rudimentary. 
They provided little detailed informa¬ 
tion and were usually only a command 
away from being switched off. And 
because graphics take up most of the 
computer screen (and disk), there is lit¬ 
tle room left for atmospheric text 
descriptions. 

So they left all that out and used the 
extra space to include enough words to 
fill up a small novel. They gorged us 
with rich, detailed descriptions of 
characters and locations and we all 
loved them. Their stance is that the 
player's imagination can 'see' far more 


just how Infocom write 
these marvels. An Infocom title 
begins as a short synopsis. Following 
input on the synopsis by other mem¬ 
bers of Infocom's development team, 
the author begins programming the 
actual story into a mainframe comput¬ 
er, using Infocom's sophisticated pro¬ 
prietary programming language. Dur¬ 
ing programming, the story is expand¬ 
ed to its full length. 

Once the story has been programmed 
on to the mainframe, it is ready for 
testing. Infocom's team of in-house 
approach the product as 
players 
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rather than as developers. They sug¬ 
gest. new plot twists and character 
motivations and report bugs to the 
writer, who makes appropriate changes 
to the program. Infocom testers spend 
a reported 2,000 man-hours playing 
each product. 

When the program has passed Info- 
corn's in-house standards, it is sent to 
twenty outside testers, whose com¬ 
ments are also included in the finished 
product. This long process is taken to 
ensure that when the program finally 
arrives on the streets nothing has been 
forgotten or overlooked or untested. 

Yet it is not only the inputs that need 
to be scrutinised for responses, the text 
re-read for spelling mistakes, the char¬ 
acters probed for reactions, there is 
also the parser to be checked. The 
parser, for those of you who don't 
know, is the internal computer code 
that separates the words of a player's 
command into grammatical compo¬ 
nents. The parser is told by the data 
which objects can be opened, or eaten, 
or moved, or carried, and which ones 
cannot. It is told that a sword is long 
and sharp (and can be used as a 
weapon), that a broom is long and 
blunt, and how much a player can 
carry (either in terms of weight or 
number of objects). It is told that 
objects can be put in, on, behind or 
under other objects - and also which 
objects can have things put in, on, 
behind or under them! 

And everything needs a response. 

What should the program respond if 
you type 'EAT THE SHOE’ or 'DROP 
TROUSERS' or any one of hundreds 
of other bizarre things that adventure 
players seem to spend half the game 
trying to do. Yet not only the bizarre 
needs to be catered for - there are the 
many correct responses that must be 
thought-out and responded to. One of 
Infocom's most famous testers, Steve 
Meretzky explains, "You have to try 



things that might produce a bug, make 
sure that there aren't ways of getting 
around a problem, or just try things 
that are totally illogical, just to see 
what the results will be." As an exam¬ 
ple he gave the command, 'SHOOT 
THE GUN WITH THE GUN.' The 
tester's job is to make sure that such an 
instruction receives some response 
such as, 'Sorry, the gun doesn't have a 
flexible barrel.' Infocom's games are 
famous for their snappy answers to 
these sort of commands, and Meretzky 
notes that "a lot of the wisecracks get 
programmed in during that part of the 
testing." 

Success spawned success and soon 
over thirty beautifully packaged titles 
graced the shelves of everyone's local 
computer stores. Now they were split 
into distinct themes, categorised into 
levels of difficulty 
and catered for just 
about every taste. 

Tales of Adventure 
rubbed shoulders 
with Fantasy games. 

Expert level sat next 
to Introductory. 

Under a host of well- 
known authors, this 
collection really was 
classic - and some of 
the titles have now 
reached near-leg¬ 
endary status. Their 
current rarity is a sad 
reflection on Info¬ 
com's discontinued 
support of the games 
that made them great. 

After all, if you play 
the last in the line, 
you will want to go 
back and play other 
previous titles - a fact 
which is not true of 
any other software 
style. If you went 
out today and bought 
an arcade game 


called Xenon IX, and it was the best 
shoot-'em-up you had ever played, that 
doesn't mean that you would enjoy 
Xenon I-VIII, as they would obviously 
be inferior seeing that arcade games 
use visual state-of-the-art over every¬ 
thing. Adventures are advancements 
in software not advancements in hard¬ 
ware. The best of Infocom games 
could have been written on day one; 
the only limitations were experience. 
The machines were capable of then- 
most complex games from the start. 

Yet Infocom have now bowed to the 
pressure of the times. After a crip¬ 
pling stumble in the world of business 
software, a new direction was found 
and the spirit of Infocom was lost. 
After Sherlock, nothing was heard for 
two years as changes were made and 
the group of friends began to leave. 
When Infocom reemerged, graphics 
were a standard feature, as too were 
futuristic role-playing games and 
adventure hybrids. Text was still 
there, but so was the shock of sudden 
difference. Infocom will never repeat 
what they have done and after the 
recent moves and subsequent 
restaffing, the pioneers are no longer 
around to recreate the games of the 
past. The only source of programs 
will soon dry up completely, and when 
this happens, I can see that adventur¬ 
er's cries will take up more than a few 
notices in Confidential. 

Unable to do anything constructive, 
one consolation comes from the fact 
that we have so many games yet to 
play! 


GAME NAME 

AMIGA 

CBM 64 

MAC 

PC 

ST 

BALLYHOO 

* 


* 

• 

i 

BEYOND ZORK 

• 

* 

* 

t 

t 

BORDER ZONE 


* 

t 

t 


BUREAUCRACY 



t 

t 


CUTTHROATS 

t 

* 




DEADLINE 




* 

t 

ENCHANTER 


t 




ENCHANTER TRILOGY 


t 

t 



HITHHIKERS GUIDE TO THE GALAXY 

» 



* 

* 

HOLLYWOOD HUINX 

* 

t 

t 

* 

* 

INFIDEL 

* 


* 


t 

LEATHER GOOOESSES OF PHOBOS 





t 

LURKING HORROR 

i 

i 

t 

t 

* 

MIND FOREVER VOYAGING 

t 



* 

* 

MOONMIST 

* 

* 



t 

MYSTERY TRILOGY 



t 



PLANETFALL 

t 

t 

t 

t 


PLUNDERED HEARTS 



t 



SEASTALKER 

t 

t 

* 


t 

SHERLOCK 

• 


t 

t 


SORCERER 





1 

SPELLBREAKER 

• 


i 

t 

t 

STARCROSS 

» 

* 

* 


* 

STATIONFALL 



t 

* 

t 

SUSPECT 


t 


* 


SUSPENDED 


t 

* 


* 

TRINITY 


* 

• 

• 

* 

WISHBRINGER 

* 


* 

* 

* 

WITNESS 

t 

* 

• 


* 

ZORK 1 

* 

* 


* 

1 

ZORK 2 


* 


* 

* 

ZORK 3 



t 

* 


ZORK TRILOGY 

i 

* 

t 


1 
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The Bestiary 

THE FROG (Croakus Uglius) 



King's Quest IV, and any game where 
there is a pond, a Princess or both! 



SPECIES: Amphibian 

ORIGIN: I think they have something to do with those little squiggly things 
with the long tails and funny spawn goop 

DIMENSIONS: A squelchy mass about six inchs from nose to bottom 
DIET: Hies and the odd tasty bit of spittle from passing Princesses 
HABITAT: Lilys on lonely ponds 

POPULATION DENSITY: Thousands of the little bleeders. Frogs get 
everywhere (see Reproduction) 

GROUPING NUMBER: The correct grouping term is a 'pondsful' of frogs 
(bet you didn't know that!) 

LAIR: Frogs do not have lairs as such, just really neat pads 
LIFESPAN: Up to five years 

LOCOMOTION: Two extremely strong rear legs for hopping 
REPRODUCTION: Well, as frogs have about 3.2 billion kids with every 
birth, come Spring it's a bit of a population explosion down at Frog Pond 
MATING SEASON: Usually when the weather warms up in Spring 
SOCIAL BEHAVIOUR: Frogs are not very au fait with social behaviour. 
Do not take them out to Cheese and Wine Parties for fear of them snatching 
other people's hors d'oeurves with their tongues 
COMMUNICATION: Croaking 

INTELLIGENCE: None to speak of (when was the last time you heard 
of a frog applying for MENSA?) 


Frogs are found just about everywhere and meeting one is usually a very boring affair. These bulbous warty amphibians add 
little to the world except to give inspiration to Witches who want to have fun blasting some Prince or other. Girls: There are 
only two ways to tell if that pulsating lump of green blubber is in fact the Prince of your dreams; (a) Pucker up and give him 
a slobbery wet kiss, or (b) Try asking him. One thing: Please be sure before taking him home to meet mother! 
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...WELL, IT SEEMS THAT THE WEIGHT OF LETTERS HAS FINALLY SWAYED US TO INCLUDE A REGULAR WARGAMING FEATURE... 

After the recent letters from our members asking, nay demanding, for a regular 
wargaming and strategy section. The Boss Upstairs has succumbed and here is the 
result. Unperturbed by the fact that he has no wargaming specialist, no knowledge 
of the field and thinks that Waterloo was a hit for Abba in the Eurovision Song 
Contest, the fact still remains that his wishes must be granted. The following may 
well evolve into something a lot more comprehensive, but for now we are left with 
going around the office, asking if anyone has ever played a wargame. Unfortunate¬ 
ly, Agent Strange said she watched her son playing one once - but that was all it 
needed... 

The Art Of 

ARMAGEDDON 



Agent Strange goes on the warpath (with an introduction by Linda Williams) 

charts. 

In historical wargaming, there is the 
added fascination of seeing to what 
extent the course of history depended 
on apparently trivial decisions, and 
whether the wargamer can change the 
outcome of the battle. Of course, it is 
always useful in these situations to 
have 20/20 hindsight! The most popu¬ 
lar area of wargaming is probably the 
Napoleonic era, with Waterloo a 
perennially favourite battle. Other 
campaigns, such as the 30 Years War, 
or the American Civil War, are histor¬ 
ically interesting and have some tacti¬ 
cally fascinating battles to recreate. 
Battles of the Mediaeval and Dark Age 
periods are less complex, and probably 
less satisfying to the dedicated player. 

Modem warfare also has its adherents, 
although there seem to be fewer battles 
that can supply the elements that inter¬ 
est a wargamer - there’s nothing partic¬ 
ularly subde about pounding your 
opponent into fragments from a safe 
distance. 



Strange as it may seem, I have never 
quite understood the fascination with 
wars. The problem really stems from 
the fact that I would rather be down 
Greenham Common than crawling 
through the jungles of Vietnam. Call 
me a coward, but I would rather save 
life than destroy it. Even so, a closer 
look at the world of wargaming 
reveals that there is a lot more to it 
than playing Rambo. The typical 
wargames fanatic is more likely to be a 
dedicated, even intellectual type, who 
is interested, not in the grusomeness of 
war, but the mental challenge of the 
battle confrontation. Blood and guts 
play no part in this obsession. 

The earliest wargames were played 
with realistic model soldiers, many of 
which are now expensive collectors' 
items, and nowadays there are many 
wargamers who spend long, myopic 
hours painting their plastic kit models 
in authentic colours arrived at by 
painstaking research. The problem 
with this kind of wargaming is that 
while the appearance of the battle set¬ 
up can be very spectacular, a great deal 


of space can be required, even 
if one model has to represent 
many tens or even hundreds of men. 
One enthusiast suggested fighting the 
battle of Waterloo using sliced-up 
spiked hair rollers in which each 
spike represented one soldier - a 
feat requiring the floor space of a 
fair sized lounge, and some degree 
of understanding from the other occu¬ 
pants of the house. 

Board wargaming, while not as attrac¬ 
tive to look at, and lacking the authen¬ 
tic feel of traditional wargaming has a 
number of advantages. The game can 
be played in a much smaller space - an 
average table top is usually sufficient - 
and the kits, composed of a map, 
instruction book and pieces made of 
cardboard squares, are relatively cheap 
to buy and require no preparation. 

Most wargames are based on actual 
battles and campaigns, and while a 
knowledge of history is not essential, 
some understanding of the reasons the 
battle was fought and the personalities 
involved, adds greatly to the enjoy¬ 
ment and appreciation of the game. 

The games can be lengthy, and involve 
much delicate movement of the card¬ 
board tokens, sometimes stacked into 
teetering towers, over a paper map that 
doesn't really want to lie perfectly flat. 
Nimble fingers, much patience and 
keen eyesight are required! Those of 
you who are used to the computer 
doing all the work will find this kind 
of wargaming a nasty shock, as the 
results of each game turn have to be 
calculated by the players very own 
brain in consultation with detailed 

® 10® 


If real history is too restricting, you 
can make up your own - many tradi¬ 
tional looking wargames are actually 
based on hypothetical campaigns, 
which may be set in a future world. 

So what is the fascination with 
wargames? The enthusiast will talk 
not of blood and massacres, but of the 
mental challenge, strategies, careful 
planning, of pitting one's wits against 
the forces of both the opponent and 
the realities of war. 

The increasing popularity of computer 
games of all kinds has now thrown 
board wargaming into the shade, but 
the computer can add its own dimen¬ 
sions to what is still a very popular 
area of gaming. 
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down with the intricacies of huge 
manuals and tactical data. Sherman 
M4 is more simulation that anything, 
but still sits competently on the 
shelves with your other titles. 


Sherman M4 


This is not so much a wargame, but 
rather a strategic tank battle, with def¬ 
inite arcade elements that make it a 
borderline case in some ways. 

Here you have actual 3D views from 
the front og the tank, plus various 
maps and charts that you can access at 
any point in the game. This reminds 
me of a filled graphic display version 
of Battlezone, though it is by far 
enhanced in the amount of potions 
available. 

Command is placed over more than 
one tank and even take jeeps into the 


battlefield, with radio links 
between them. Campaigns are 
also selected from the begin¬ 
ning of the game and is dis¬ 
played for you at any time. As 
well as the obvious views, you 
can also stand up and have a 
360 degrees in every direction. 

This not only magnifies the 
enemy, but dso gives you a 
quick and easy way to scour 
the screen for direction. 

While not truly a wargame, this sort 
of product does bring people into the 
strategy arena without loading them 


UMS II 

The original Universal Military Simulator really 
made a great leap forwards to making computer 
wargaming more appealing and more accesible. 

It also allowed data to be loaded separately so 
that you could fight anything from the past, pre¬ 
sent or future. This keeps the public domain sec¬ 
tor full of scenarios and, of course, you can 
always mix 'n' match; say, Attila the Hun vs the 
cast of Fantasia. The combinations are endless 
and make a great reason to add it to your collec¬ 
tion. 

Yet perhaps the news of UMS II will make you 
hestitate. This is still a long way off from being 
completed, but it seems to have quite a lot going 
for it. For a start, you are not just playing on a 
single battlefield. Now, you are involved with 
such campaigns as the march of the Roman 
Empire and can cover global wars, rather than 
isolated battles. 

It now has a built-in military command structure 
to give commands at various levels, zooming into 
any level of command from Emporer to Captain 
of a group. There are endless additions of vari¬ 
ables and the whole package sounds like more 
than just a rehash of UMS I. 



Austerlitz 

modem style of 
product with such 
titles as Waterloo 
and now Austerlitz. 

The game itself is 
certainly in the style 
of Waterloo and cer¬ 
tain similarities 
exist, but the overall 
product is much 
slicker and certainly 
has features in it that 
improve on the quality and intri¬ 
cacy of Waterloo. Waterloo for 
example didn't have any frozen 
lakes to alter the course of the 
battle. 

This is more recognisable as a 
true wargame and has all the 
wargaming traits that one would 
expect. Thoroughly recommend¬ 
ed and an impressive piece of 3D 
battlegrounding for beginners. 


were one of the pioneers of 
computer wargaming in Britain, 
starting with the Annals of Rome 
and reaching right up to World 
War II. They had very realistic 
wargames at the beginning that 
seemed to rely on the basics of 
board wargaming. 

From here they advanced their 
system and design - and now 
they are moving onto a more 



"CEASEFIRE!!!" 

Well, at least for now. Hopefully by next Issue 
we will have our very own war-gamer to get 
into the nitty-gritty of the games, plus bring 
you some inside information into the way to 
play them and how to get the most from your 
strategy and simulation games. 
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...OH NO, WHO LET THAT DIMINUTIVE PYGMY IN THE OFFICES AGAIN? I LEFT EXPLICIT INSTRUCTIONS THAT HE WAS NOT TO... 


Hello class, I'm back again to try and enlighten a few more of you about the prob¬ 
lems everyone faces while they are tripping their first steps down the long road to 
solving their first adventure. The pitfalls mostly arise at exactly the same points 
for everyone and hopefully after my general synopsis last Issue, I can get on with 
the theory this time. I'll leave the practical to you. If anyone would like to write 
and ask any general questions, I have a little room (in a little cottage out in the 
forest...) at the end of my section to answer little niggles. Everyone has niggles. 
Yes, especially you at the back. Stop fidgeting! I don't care what she did with her 
pencil case, just open your books at Page 12 and let's begin the second part of: 
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A COURSE IN THE BASICS OF COMPUTER ADVENTURING 


Last Lesson 

In last Issue's lesson, we had a double 
period talking about your first adven¬ 
ture. I chatted about what type of 
adventure to choose and also the way 
adventures are constructed so that you 
can cope with the mass of text or pic¬ 
tures without getting lost. Exploration 
and mapping were skimmed over and 
there were even a few clues concern¬ 
ing reading the text or scrutinising the 
graphics for vital information. Then 
there was the trouble with puzzles and 
how they are structured, and I finished 
with a summary of what you can 
expect from each of the different com¬ 
panies and their products. 

Common Problems (Cont'd) 
After the introduction last time, I 
would like to take each of the parts 
discussed and expand on them. The 
very first thing that catches your eye 
when you open an adventure package 
is the packaging itself, and very often 
this is particularly useful in finishing 
the adventure. Whether as a form of 
copy protection to stop piracy, or as a 
compliment to the game, packaging 
comes in all shapes and sizes - and in 
all depths of usefulness too. Under¬ 
standing what your eventual goal is in 
the adventure can make or break your 
perception, and eventual success, of 
the whole game. 

In a game that everyone has played, 
let's take Myth just to be safe, the goal 


is clearly defined in the introductory 
text; Zeus is sending you on a quest to 
recover the Helmet of Hades. It is a 
simple, linear. One Way solution and 
concerns overcoming the various prob¬ 
lems along the route. The way to 
approach this is to solve each of the 
pieces of the puzzle in order, taking 
every part as it presents itself and solv¬ 
ing each bit as it comes along. Yet it is 
in the introduction and packaging that 
we are given the goal and without real¬ 
ising this the game would be harder to 
solve. In this example, the fact that 
you do not know that you are looking 
for Hades Helmet does not really make 
the game impossible to solve, though 
this is lessened by the fact that it is 
One Way. 

Take another example, this time a 
Round-About Way: Gnome Ranger 
must also be a game that everyone has 
at least heard something about - and 
for those who haven’t, it's about a 
gnome called Ingrid (whom I can very 
much identify with) who is a well- 
meaning, yet obnoxious, creature and 
who, for various misdeeds, gets 
thrown out of her village. A diary 
comes with the packaging and this is 
very useful for a whole host of rea¬ 
sons, plus there are some strong hints 
about how to approach the first sec¬ 
tion. Again it is possible to complete 
the game just by loading it up and get¬ 
ting on with it, but by reading the 
material that comes with it, the general 
premise would become known. 

<$> 12 ® 


The last example for you today is that 
of a Many Way solution: Zork I. Here 
we have the collection of thirteen trea¬ 
sures as a central theme with any num¬ 
ber of ways of finding them. It really 
doesn't matter whether you find the 
Torch or the Painting first, it's just a 
way to achieve the task in the least 
number of moves. Yet without the 
information that you should be collect¬ 
ing and depositing these treasures in 
the cabinet in the front room, you 
would have no hope of completing the 
game. The best you could hope for 
would be to wander about the Great 
Underground Empire wondering why 
you were tripping over all these valu¬ 
able artifacts, and finding no use for 
over half of them! Excuse me, boy, 
would you stop setting light to your 
example Infocom packaging in my 
class! 

Rules! Rules! Rules! 

So much for reading the packaging. 
Now we get onto the problem of man¬ 
aging the game. This foils a lot of 
people and can get very picky if you 
suddenly find yourself in the middle of 
the game without taking some time to 
understand how the programmers want 
you to keep the game in order. 

The very first thing you should make 
sure of is whether or not the company 
allows you to make a back-up copy of 
the game disk. This should be covered 
in the reference card that comes with 
















the game, but don't worry if you can't 
find anything - the company will let 
you know in BIG letters if you are not 
allowed to copy their product. And 
when you are copying it, do remember 
to check that the write protect tab is 
open as if you wipe out the disk it's a 
long wait if you return it through us or 
a long walk if you go back to the shop 
for a replacement. 

The very second thing you should do, 
even before you load the game disk, is 
make sure that you have at least one 
formatted disk, as it's a little late when 
you get half-way through the game to 
suddenly realise that you cannot save 
the game without turning the computer 
off and loosing your position. This 
disk needs to be formatted in the same 
way as normal, and labelled with the 
game's name and the words: Saved 
Games. Just to be sure. It gets very 
embarrassing when you try to boot up 
the adventure from die saved game 
disk. 

Next load up the game. Unlike arcade 
adventures, a greater proportion of the 
games do not auto-boot. That is to 
say, you do not just have to put the 
disk in the drive and turn the computer 
on. On the ST, you have to double¬ 
click the mouse on the program icon, 
while the Amiga sometimes needs to 
have the workbench loaded and then 
the game disk inserted before the game 
can be loaded. Sometimes, the PC 
compatibles need the games to be run 
from the hard disk - both for speed and 
ease of use - and this really needs 
close scrutiny in the information that 
comes with the game. Try everything 
before giving up - if it doesn't auto¬ 
load then consult the box. 

Now the game is loaded, you will want 
to discover (you may as well right 
away to save time later) just how to 
keep everything running that is outside 
the normal running of the adventure. 
These are things 
like saving your 
game position 

and quiting the i ’ 

program. i / 


Save Me! 

The word SAVE is pretty generic and I 
cannot recall any game where this has¬ 
n't worked for me. What this actually 
does in real terms is very complicated 
and consists of lots of electro-magnetic 
fields being waggled about in the disk 
drive, but for the purposes of this 
class, we'll concentrate on what this 
means in game terms. Saving creates 
a frozen image in time (much like a 
photograph) or where you are in your 
progress through the game. It is very 
important to save the game just before 
you are going to try anything that 
could prove fatal - and also at various 
key points during the game. For 
example, if you have spent about three 
weeks carefully mapping a particularly 
difficult maze, then saving the game as 
you emerge from it is extremely sensi¬ 
ble. 

Correct saving can also make all the 
difference in adventures. All adven¬ 
tures are a learning process. Problems, 
once solved, can be easily overcome 
the second (third... fourth...) time 
around. With saves along the whole 
length of the game, if you suddenly 
find that you have used an object 
before that you now need in a later 
part of the adventure, you do not have 
to go back to the beginning. 

Sometimes only one save can fit on a 
disk, whereas others only take a frac¬ 
tion of the disk, leaving you space to 
put about ten separate games. If this is 
the case, naming files can be of utmost 
importance. It is such a bore loading 
in every single saved game to see if it’s 
the one you want! 

Heavy Load 

The opposite to saving is, quite natu¬ 
rally, loading (who said this adventure 
lark was for brain-boxes?) although 
here there are a few other words fiat 
can also be used. RESTORE is one of 
them, but there are others (Oh where 
are my notes?). This just returns you 
to the exact point where the photo¬ 
graph was taken in the SAVE option; 
the objects will be in the same place, 
the puzzles will be exactly as you left 
them, everything will jump back in 


time and will be ready for you to carry 
on your game. If only life were like 
that, I mutter. Make a mistake and just 
go back and correct it. Hehehe. 
Sounds like fun. 

Happy Talking 

Communicating with the program is 
achieved in a variety of ways, depend¬ 
ing on what type of game you are 
playing. The age-old format of text 
adventure revolved around the prompt 
(a sort of unblinking cursor that sat at 
the beginning of every line waiting for 
your input), but now the interface 
between you and the parser can be 
completely unrecognisable. Icons, 
such as pictures of hands and swords, 
can be used to indicate what command 
you wish to perform. Text can be 
typed in underneath graphic pictures, 
or just about anywhere. We will be 
dealing with the best things to try in a 
game in the future, so for now let’s 
pass on to the last of the generic com¬ 
mands for now... 

It Just Won’t Quit 
After stomaching just about all you 
can from one sitting of any adventure 
puzzle, you will want to turn the whole 
thing off and rest your tired eyes, ears, 
fingers and of course not forgeting the 
backside. If you haven't already been 
filled with an evil desire to turn off the 
computer right where it is and give it a 
nasty buzz across its circuit boards, 
save your position and then start 
searching for the QUIT function. This 
also has some bizarre synonyms, but 
you can sort those out yourselves in 
your own time. Quitting is harder for 
some than for others. Some people 
face a problem and if they cannot 
solve it they just instantly think the 
whole situation is impossible and do it. 
Others do it when they have no more 
patience. Others when they have to go 
to bed. And speaking of which, I think 
that it's just about the right time for me 
to toddle off and leave you to face the 
rigours of double Algebra - what a 
thrill! 

I'll leave you until next lesson. Be 
good! 
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...LOCKWOOD... YOU'RE ALL INTO THIS ROLE-PLAYING SKYLARKING, AREN’T YOU? SO TELL ME WHY THERE ARE SIX VERSIONS OF THE SAME GAME? 

THE DECADE OF ULTIMATE ROLE-PLAYING 



There’s a lot to be said for milking an 
idea for all it’s worth. One thing that 
it’s hard to avoid however, is killing 
the goose that lays the golden egg. 
Somehow, six episodes and ten years 
later, Origin's original role-playing 
adventure series, Ultima , is still going 
strong and shows no sign of slowing 
down. It's hard to maintain quality and 
interest in a protracted series when all 
you're doing is exploiting the original 
idea. The public uickly gets weary if 
you just keep churning out the same 
old thing just for the sake of money. 

The Ultima series has somehow 
worked its own way into home com¬ 
puting folklore and there can be very 
few computer owners who have not at 
least heard of its offbeat creator, 
Richard 'Lord British' Garriott. It was 
in the embryonic days of home com¬ 
puting when Apple II's were state-of- 
the-art technology and Richard Gar¬ 
riott was working in a small computer 
store that the story began, ironically 
enough with a humble mail-order 
operation. Richard wanted an escape 
from what he saw as the unimaginative 
realms of computing and so created 
the fantastic land of Britannia where 
magic was common and good an evil 
struggled for domination. His alter- 
ego, Lord British, is the land's ruler 



who often calls upon you to be its 
saviour from each particular crisis. 

Such has been the success of Ultima 
that Richard, who was bom in 1962, 
now owns a mountain top house in 
Texas, far removed from his childhood 
days. He was bom in England while 
his father, a lecturer at Stanford Uni¬ 
versity, was teaching at Cambridge 
University. They left England, a short 
time later and his father joined NASA 
in California. In 1973 he walked in 
space as one of the Skylab astronauts. 
When you add to that Richard's expo¬ 
sure to home computers, The Lord of 
the Rings (one of the few books he 
readily admits to having read). Dun¬ 
geons and Dragons and The Society 
for Creative Anachronism (a large 
American medieval society), it's not 
hard to see why he developed such a 
vivid and dramatic imagination. 

It was while working in a computer 
store in Huston that Richard first set 
eyes upon an Apple computer and 
rapidly set about learning to use it. He 
rewrote a game called Akalabeth in 
1979, sent it to an American publisher 
and they liked it. He then wrote Ulti¬ 
ma I: The First Age of Darkness and 
Ultima II for Sierra On Line. They 
were credited to Richard and the mys¬ 
terious Lord British, a nickname 
acquired during his high school days 
because of his background. Richard 
felt disenchanted with Ultima II and 
decided to set up Origin Systems with 
his eldest brother Robert, to escape 
from the business pressures of publish¬ 
ers more interested in profit than prod¬ 
uct. Since then they haven’t looked 
back. Ultima I was written in basic. 
Ultima II in machine code, Ultima III 
was technically superior, but Ultima 
TV saw the biggest leap in sophistica- 
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tion with the advent of the Amiga and 
Atari ST. Each time they wrote a new 
game they did it from scratch, deter¬ 
mined to better the previous saga. 

Ultima V was half written by Richard 
and a team which will probably prove 
to be the case for future products. It's 
no longer possible for him to oversee 
an entire project and he's been forced 
into taking a more fatherly role. He 
believes that Origin will continue to 
write new chapters in the Ultima series 
as long as he can dream up new stories 
and computer hardware continues to 
improve at its current rate. 

When Ultima VI was unveiled for the 
first time in January 1990 at the CES 
show in Las Vegas, it was instantly 
hailed as the ultimate in role-playing. 
It's the first of the series to be devel¬ 
oped on and for the 16-bit micro's, the 
others having first been written on the 
Apple II. This'll mean quicker conver¬ 
sions to other formats and a move 
away from those crude rather 'blocky' 
graphic. In the past, Amiga and Atari 
ST owners have been forced to endure 
seemingly endless delays before con¬ 
versions became available. There 
have been several reasons for this. 
Neither machine is particularly strong 
in the IBM dominated market and con¬ 
verting games from 8-bit to 16-bit for¬ 
mats is a long hard process. Until 
recently. Origin products were dis¬ 
tributed in this country by Microprose 
but when the former decided to switch 
affiliation to Mindscape U.K., there 
were numerous legal problems to over¬ 
come. As a result supplies of the Ulti¬ 
ma series dried up and no new games 
were released. 

But all that has changed with the 
arrival of Ultima V on the Atari ST, it's 
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imminent release for the Amiga and 
the unveiling of Ultima VI. The latters 
technical pedigree is certainly impres¬ 
sive. It features superbly crafted ani¬ 
mation, special effects, 256-colour 
CGA/EGA/VGA and MCGA graphics 
and features a full-length musical 
soundtrack, supporting all major sound 
boards including Roland, Creative 
Music Labs and Ad Lib. All play is 
now menu and icon driven. In the past 
it was a tricky and fiddly business 
remembering which keys did what, 
flicking through menu's from the key¬ 
board, constantly checking spells and 
commands against key cards. The 
mouse can now be used to move your 
party about, pick up objects, manipu¬ 
late data, status and information. 

Along with the noticeably improved 
standard of graphic presentation, the 
already flexible Ultima combat system 
has been revamped. It's now possible 
to issue complex and tactical orders to 
the party or individuals such as flank 
the enemy, retreat, change places, go 
berserk and assault the nearest oppo¬ 
nent. There are said to be over 2,000 
different types of object, 16,000 
objects and over 225 characters in the 
game, each with his or her own per¬ 
sonality and dialogue. However, 
gamesplayers have heard all this sort 
of hype before and won’t get enthusi¬ 
astic until they see the finished prod¬ 
uct. After all, it's only a game - albeit 
a big one compressed onto seven 5.25" 
and four 3.5" disks. 

The Ultima magic system has always 
been considered one of the most com¬ 
prehensive and original in RPG's. 

Now there are over 100 different spells 
split into levels and requiring mixtures 
of components to make them work. 
Now the mixing of spell reagants is 


auto¬ 
matic which 
will proba¬ 
bly come as 
a big relief 
to a lot of 
players. 
Also, in an 
effort to 
make the 
world as 
believable 
as possible, 

many improvements have been added 
for no other reason than the fact 
Richard Garriott is a perfectionist. 
Rivers and oceans are tidal, with cur¬ 
rents tides and ebbs; the whole world 
is in proper scale with the terrain 
around the party presented as they 
would see it; there's a help command 
to aid you in finding key words to use 
in conversation and there's a facility 
allowing you to study the statistics of 
monsters during combat. 

In a manner now familiar to fans of the 
genre, character creation takes place 
by answering a series of moral ques¬ 
tions. From there, through a stunning 
opening sequence, you are summoned 
from your living room to the world of 
Britannia. However, you find yourself 
lying upon a stone slab about to be 
sacrificed by a demonic High Priest. 
Yet as fate would have it this is not 
your time to die. Your long time 
adventuring companions, Dupre, Iolo 
and Shamino burst in through a moon- 
gate, seize the gargoyle's spell book, 
free you and flee back through the 
gate. At the court of Lord British, a 
seer says that you must search for 
Lady Morah who possesses half an 
ancient silver tablet required to trans¬ 
late the book. The other piece is in the 
hands of pirates. You must get both. 

It transpires that the book is one of 
prophecy and tells how a false one 
brought ruin the world of the gar¬ 
goyles in ancient times. You are then 
compelled to seek the help of a trav¬ 
eller to the underworld named Captain 
John who can speak the Garish 
tongue. Initially it seems that you 
must learn the ways and culture of the 
gargoyles at their underground temple, 
but careful study reveals that a task 



must 

be undertaken to 
right the wrongs done by humans to 
the gargoyle race. You'll learn there's 
more to the race than there first 
appears and will have to be persistent 
to end the skepticism of many and the 
war of ages. Subtitled, The False 
Prophet, Ultima VI is an end to the 
second trilogy and is based around the 
theme that all is not what it seems and 
people can hide behind masks of 
deceit. Perhaps Richard Garriott has a 
message for us all. 

It's Richard's belief that Ultima 6 will 
finally prove to a skeptical world that 
RPG's, traditionally associated with a 
plodding pace and slow reward, can be 
just as exciting as an arcade game. By 
all accounts Origin, now distributed in 
the U.K. by Mindscape International, 
are a good company to work for, 
uncluttered by corporate ideals or a 
selfish quest for wealth. Their output 
might only be slow and steady but no 
one can deny the quality of their work. 
In the past diversions from the path of 
Ultima were few and limited to Times 
of Lore and Moebius. Now they have 
an increasing range of impressive new 
products such as Knights of Legend 
and Space Rogue. The Japanese how¬ 
ever, who have a strong fantasy infatu¬ 
ation, are only just about to be bitten 
by the Ultima bug. They are now 
becoming acquainted with the land of 
Lord British and Nintendo have 
announced the imminent release of 
Ultima 4 on its games consoles. While 
the land of Britannia might be con¬ 
stantly under threat, it appears that the 
future couldn't be rosier for Richard 
Garriott and Origin Systems Inc. 



@ 15 ® 




































CONFIDENTIAL File No. 10 : February/March 1990 

...NOW LET ME SEE... WE'VE HAD INGRID, KEITH CAMPBELL, LEISURE SUIT LARRY, ETC. SO WHO’S NEXT ON THE CONFIDENTIAL FILES... 


The Personnel File is always dealing with strange and interesting people in its 
endeavour to bring you the lives behind the names of the software industry. This 
is not difficult and current trends seem to suggest people all the time - who's in 
vogue, who's not - and in the case of emergencies we can always interview Ingrid 
and her creators. But we have never had to talk to someone who appears both in 
fantasy and reality all at once. So it was with trepidation that we spoke to... 


Lord British 



WHO IS ALSO KNOWN AS RICHARD GARRIOTT TO HIS FRIENDS 


What sort of childhood did you 
have? 

I was bom in Cambridge, England and 
my father was a professor at Stanford 
University. He was on sabbatical at 
the university and two months after I 
was bom, my family - including me - 
returned to California, as my father left 
teaching and joined the National Aero¬ 
nautical and Space Administration. 
That's better known as NASA. Later 
he became an astronaut and even 
walked in space aboard Skylab which 
was a great thrill. 

At high school, there was always a 
long-standing joke that I didn't read 
much - and in fact this is very true. 

One of the few books I did read was 
Lord Of The Rings', which I loved. 

This really lead me into fantasy role¬ 


playing and computers - 
things like the early adven¬ 
tures. Dungeons and Drag¬ 
ons was the game I first start¬ 
ed playing and thought it was 
great. I also took a year's 
computer studies course. 

All these three things hap¬ 
pened pretty much simultane¬ 
ously - and all added to the 
grounding for writing the 
Ultima games. 

Where did the character of 
Lord British come from? 

'British' was a nickname I 
picked up during high school. 
The people there used to tease 
me that I had a British accent - 
which I didn't - and so that's 
what they called me. It sort of 
stuck. 

On the first games, both 
Richard Garriott and Lord 
British are credited. Were 
you trying to create a mys¬ 
tery? 

Not really, it's just that in the games, 
Lord British mns the world Britannia 
and I thought he deserved a mention. 
There really wasn't anything mysteri¬ 
ous about it. At least not to me. 

What extraordinary hobbies do you 
have? 

I have a great love for fencing and am 
getting quite good at it, though not as 
good as I would like. I also love fanta¬ 
sy games and find them a good way of 
escaping for a while and playing char¬ 
acters that normally you wouldn't be 
able to. My other passion is the SCA. 

What's the SCA? 

It stands for the Society for Creative 
Anachronism, which is a long way of 
saying that we recreate medieval ages 
now. 


It’s a worldwide historical group, but 
most of the people in it are centred in 
America. The whole world is sub¬ 
divided into kingdoms and any place 
that sets up a group can be called any¬ 
thing they like. So for example 
Boston might be renamed Septcntria, 
or Florida be called Atlantia. 

We have feasts and revels, which are 
huge thirty-course banquets with fight¬ 
ing and tournaments, with everyone in 
costume. We have an elected council 
of nobility and guilds that keep alive 
all the old crafts. It is certainly a great 
Society. Branches of it even run to 
England, where American servicemen 
set up their own groups. 

"...At high school, 
there was always a 
long-standing joke 
that I didn't read 
much - and in fact 
this is very true. 

One of the few books 
I did read was Lord 
Of The Rings ; which 
I loved..." 


Where did Ultima all begin? If you 
pardon the pun; where did it have 
it's Origins? 

With my fantasy role-playing days. It 
was only when Origin began that I had 
a real commercial outlet for my ideas 
and adventures. 
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How did Origin start? 
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Really it was a joint venture between 
me and my brother. I was working in 
a computer store in Huston and got my 
hands on an Apple. I wrote a game on 
it called Akalabeth and it eventually 
got published and reached the top 30 
in America - but it wasn't really very 
good. 

So I wondered what would happen if I 
really tried! It was then that I wrote 
Ultima I: The First Age of Darkness 
and Ultima II which was for Sierra 
On-Line. Beyond this I was really 
stuck and not pleased with Ultima II. 
So that's where my brother came in. 

He wanted an entrepreneurial venture 
and we both got together, with our 
respective skills, and formed Origin. 

What are the differences between 
Ultima / and Ultima V? 

Well Ultima I was written in Basic, 
which was really the only language 
appropraite at the time. Ultima II was 
converted to machine code to provide 
a faster and more efficient program. 
Ultima III was again restructured and 
rewritten, with additions that made it 
technically better again. 

Ultima IV was again revamped and 
made a lot bigger. As was Ultima V. 
All the time improvements are being 
made. With the advanced sophistica¬ 
tion that the new machines have 
brought this is now possible. 

Ultima VI is the first to be written 
specifically for the 16-bit market and 
includes some real state-of-the-art 
graphics. I haven't been able to write 
this on my own, and am now a team 
leader because it takes so much work 
to get a game finished. 

How long will the Ultima series 
carry on for? 

Well, for a long time to come - at least 
until I find that improvements cannot 
be made over the one before. We are 
improving all the time and as long as 
each game is visibly progressive from 
the last the series is fairly limitless. 

How have you improved over the 
Ultima series and over the years? 

I think that I am a much better pro¬ 
grammer, but also a better storyteller. 
The history of Brittania is so strong 
that it is a definite drawing power for 
the games. The on-going aspect of the 
story is something that allows you to 
use plots and ideas that are extensions 
of the first games, and build up an 
entire chronicle of this land and its 
peoples. 


Has this sort of past affected your 
lifestyle? 

Well I suppose it had to when it came 
down to it. Being successful and able 
to delve into your fantasies, I have 
found that I am a lot freer to do what I 
want. 


Well I wanted all the usual things like 
a swimming pool and a whirlppol bath 
- that sort of thing - but I also had built 
a series of cave and waterfalls and 
even made it so that some of the rooms 
had secret passages between them. It's 
things like that really. 


"...I think that I am a 
much better pro¬ 
grammer, but also a 
better storyteller. 

The history of Britta¬ 
nia is so strong that 
it is a definite draw¬ 
ing power for the 
games...." 


Take for example my house. I have 
just moved in and it has been personal¬ 
ly designed. It sits on top of the high¬ 
est mountain in Austin, Texas, and is 
really my dream home. 

What sort of additions and specifica¬ 
tions have you made to make this 
your dream home? 


Well that just about 
wraps up another 
Personnel File. If 
you have anyone 
who you want to be 
continually 
pestered in person, 
by letter and tele¬ 
phone, just send in 
your suggestions to 
Confidential at the 
usual address. 


Cambridge, England 
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DEAD 


The adventure BW LUIL 

Monday -Friday: 3.00g®'*°° ** 

Saturday •• Closed 
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...I KNOW THAT I’M ALWAYS THE LAST TO KNOW WHAT'S GOING ON IN THIS OFFICE, BUT WHY IS THERE A TROUT IN MY PENDING TRAY?!??? 

Before embarking into the unknown, it is always good policy to listen to those who 
know better than yourself and who have overcome the pitfalls of the task you are 
about to undertake. And while I was down visiting a certain adventurous female, 
she imparted arcane knowledge that revealed her dark and forbidden secrets. Pity 
it was only about... 

ADVENTURE WRIGHTTNG] 


Having bought yourself an adventure 
creator, or having mastered the 
mechanics of machine code, you have 
now come up with an idea for a chart 
topping adventure. However, this is 
your first attempt at writing a game, 
and you haven't a clue as to how you 
can turn that idea into the adventure of 
your dreams. Sounds familiar? Then 
read on... 

First, don't be in too much of a hurry 
to turn on the computer, as you have a 
lot of work to do before you can even 
start typing. So settle down some¬ 
where comfortable with wads of paper 
and a pen at the ready, and jot down all 
the ideas that are jostling around in 
that feverish brain of yours. Then 
attempt to work out the beginning and 
the end of your adventure, figure out 
what locations you need, and attempt 
to sort out at least some of the puzzles. 
Now, read it through (if it's legible, 
you're off to a good start), put it all to 
one side and spend the next day (or 
days) thinking about anything and 
everything to do with the game. 

This is where your imagination must 
combine with the practical concepts of 
adventure writing, and you must 
explore all the avenues that you can 
think of regarding your game. Is the 
idea/plot original enough? Is the sce¬ 
nario/setting the best that you can 
find? What characters do you wish to 
include? Do you want monsters, and if 
so, what are they going to be? How do 
you get rid of them? What part do the 
other characters play, and what are 
they like? What about the ending? 
Does it leave the player with that feel¬ 
ing of satisfaction upon finishing the 
game, or cause them to smile wryly at 
any 'twist' incorporating (one of the 
best examples of the latter, to my 
mind, was the game 'Imagination' by 
PeteTorrence - the ending wasn't hard, 
but the final message was remembered 
long after the problem faded)? 

Most important of all, think through 
the problems. Can you improve on any 


of them? Are they all (fairly) logical? 
Do they 'fit' the scenario? Are there 
enough puzzles/too many? Are they 
too easy/ too difficult/ too obscure? 
Remember, too, that it is a good idea 
to make the problem at the start of the 
adventure relatively easy, enabling the 
player to get into the game, then 
increase the difficulty as the game pro¬ 
gresses. Give the player room to 
manoeuvre, preferably giving them 
access to several problems before they 
come to a grinding halt. All this may 
seem common sense, but so many 
authors seem to gloss over the details 
of the problems - the plot is great, the 
text descriptions are brilliant but the 
puzzles are diabolical - and, let's face 
it, that's what adventures are all about. 
So it's worth spending hours, days or 
even weeks, mulling over the finer 
details, jotting them down on paper, 
altering them, cutting out problems 
altogether if they can't be fitted logi¬ 
cally into the overall game, until 
you're satisfied that the whole thing 
'gels'. Once you've reached that stage, 
you're ready to progress. 

The next step is to work out your map, 
number the rooms (remembering to 
include locations for objects 'in limbo', 
'worn' or within containers if neces¬ 
sary), and jot down any special fea¬ 
tures within each location (eg. a hid¬ 
den door, a closed chest, a hairy mon¬ 
ster). Next, write out your objects and 
group them by listing together all 
objects with similar qualities, then 
number them accordingly. Now write 
out the nouns for the objects, giving 
them the same number as for the 
object that they refer to if the manual 
for the system suggests this (eg. GAC 
or STAC, but not PAW), as this is 
extremely useful, and can enable you 
to use 'shortcuts' in the programming. 

After that, go through your problems 
again, writing down all the verbs that 
you will need to complete them 
(including as many synonyms as possi¬ 
ble, as well as directional commands), 
add any nouns to your list that you 



may need (eg. door, gate, wall etc.) 
and you will find that you are well on 
your way. 


At this stage, you may wish to switch 
on your computer and type out the lists 
of verbs, nouns and objects, as well as 
entering the locations. However, it is 
worth bearing in mind that, once you 
start working out the various condi¬ 
tions and messages required, you may 
need to alter a location or object due to 
an oversight (eg. you've forgotten to 
include to torches, one lit and one 
unlit), and that is usually easier to do 
this on paper. So my advice would be 
to, at the very least, write out the con¬ 
ditions for the major problems first, 
remembering to make a note of all the 
flags and/or counters as you go along. 
Then decide on the screen layout that 
you would like, including the various 
basic messages needed, before finally 
turning on the computer and starting to 
type. 

If all this sounds like hard work - 
sorry! However, if you like playing 
adventures, you’ll probably enjoy writ¬ 
ing them even more, and die satisfac¬ 
tion you gain from knowing that 
you've done your best, and at finally 
seeing your game finished, will, I'm 
sure, make it all worthwhile... After 
all, it IS going to be a best seller, isn't 
it? 


Getting started by Linda Wright 
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...THE ADVENTURE GAMES MARKET IS CHANGING RAPIDLY... WHERE CAN ANYONE GET TEXT AND GRAPHIC ADVENTURES ANYMORE? 

John Trevillian takes a good look at the 

HOME ADVENTURE 
MARKET 


Jfaiil, 


difficult 


Beads of sweat cling to the brows of adventurers 
everywhere. Hardly a magazine release date 
goes by without there being some new trumpet 
of doom sounding the death of their favourtie 
pastime. Here they read that Pete Austin of 
Level 9 exclaims that the 'text adventure is 
dead!' There they notice that Keith Campbell's 
adventure column has been dropped from Com¬ 
puter & Video Games. All around the institutes 
of the past are being razed to make room for 
their modern-day counterparts and everyone 
sees that the black-and-white sales figures show 
no signs for much hope. The Dungeon Masters 
of the day are out-selling the Scapeghosts by 
20-1, and no company wants to waste money 
when they could be making it. Yet the day is 
quietly being saved. Practically unseen behind 
the scenes of the games industry's sprawling 
metropolis, in back bedrooms and small offices. 


|a handful of people are 
keeping alive the adven¬ 
ture game. This resis¬ 
tance movement is not 
really taken seriously by 
the major companies, 
but to some it is the 
lifeline that the market 
needs. Patriotic hob¬ 
byists they may be, 
but without them 
there would be no 

source of real adventures any- ' T 

where. To try to solve the problem and 
bring the little guys to your attention, I have 
collected as many names, addresses and prod¬ 
ucts together and over the next few Issues, I 
will be throwing a spotlight on the outlets for 
adventures that you just wont have heard of. 



ZENOBI SOFTWARE 
26 Spotland Tops, Cutgate, 
Rochdale, Lancashire, OL12 
7NX. 

Well even if this list was in alphabeti¬ 
cal order, I'm sure that I could not have 
left this company until last. The main 
reason is that here is a mail order set¬ 
up that seems to have the best selec¬ 
tion of 'home-grown' adventures in the 
country. Here under one roof you can 
find games written by Linda Wright, 
Ulterior Motives, Essential Myth and a 
whole host of other talents including 
John Wilson, the man behind the oper¬ 
ation. 

It all started simply enough, with John 
deciding that he felt that there was a 
good adventure inside him and he 
wanted to let it out. This was back in 
1985 and paved the way for the setting 
up of Zenobi three years later. John 
says, "I started selling adventures 
because it was a way 

( of earning a 
living that 
\ appealed to 
i me and also 
because I 
i could con- 
, trol what 
'product' 
i and the 
quantity 
of 'prod¬ 
uct' that 
should 
be intro¬ 



duced to the market.” The business is 
totally mail order, and boasts a healthy 
list of programs. His own adventures 
include many spoofs and the odd take¬ 
off of a few characters that should be 
very familiar to a certain J.R.R. 
Tolkein - amongst others. With the 
creation of such people as Fuddo and 
Slam , John has used these games as a 
base for some of the best home-grown 
titles around. 

Most of the adventures on offer are for 
the Spectrum 48k, 128k and +3, but if 
you haven't played those on offer, its 
worth going up to the attic and fetch¬ 
ing down your old Speccy just to have 
a go. After all, it's the game you're 
playing and for around £2.00 you can¬ 
not really go far wrong. A stamped 
adressed envelope will get you all the 
further information you need, as each 
adventure has an accompanying 
coloured sheet detailing the game's 
story, some notes to explain unusual 
commands and suchlike, plus tips for 
the game. A few even have accompa¬ 
nying artwork or a cartoon detailing 
something akin to a trailer for the 
adventure. Very novel. 

All-in-all Zenobi Software is a credit 
to John Wilson and the effort he places 
in presentation and professionalism is 
quite commendable. Below I have 
listed a few of the titles from the range 
and a sentence or two on each. 

Agatha's Folly by Linda Wright 
After buying a run-down country cot¬ 
tage, you find out that the previous 
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owner's disappearance is one mystery 
that is about to catch up with you! 

The Jade Stone by Linda Wright 
With a kingdom on the edge of col¬ 
lapse, you take on the task of finding 
the Jade Stone and rescuing your 
father's domain from the tyrant Mallu- 
mo. 

Jekyll And Hyde by Essential Myth 
The Robert Louis Stevenson story of a 
scientist's experiments into the human 
psyche and their horrifying results. 

The Slaughter Caves by Mike Jessop 
Navigate your way through the mazes 
and mysteries of these fiendishly diffi¬ 
cult caves and their awaiting terrors. 
Beware the Dragon! 

Demigod by Ulterior Motives 
Seek upon the ancient island for the 
secret of life and battle against the 
multitude of problems that confront 
you on your dangerous quest. 

GLOBAL GAMES 
William Young, 4 Kilmartin 
Lane, Carluke, Lanarkshire, 
Scotland, ML8 5RT. 

In February 1986 William began pro¬ 
ducing a tape magazine for the Spec¬ 
trum adventure market called (quite 
appropriately) Spectrum Adventurer. 

It was set up because he thought that 
adventures were poorly represented in 
the computer press and wanted to cre¬ 
ate his own outlet. Since then he has 
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begun to write adventures for the 48k 
and 128k Spectrum, and now has quite 
a list. He operates on a purely mail 
order basis and again, a stamped 
addressed envelope will reveal all. 
Unfortunately prices were not included 
with the literature I was sent, so I can¬ 
not pass these on. In fact, the only 
information about the products was the 
format and the names, but I'll print 
these anyway, just to give you a taste 
of the games themselves: 48k Spec¬ 
trum format; Number Six in the Vil¬ 
lage', Dreamare', Once Upon a Lily 
Pad\ Dark Storm', Cleric's Quest; 
Castle Thade Revisited; Doctor Goo 
and the Samorons; Virus; The Lime- 
house Mystery; Survivor, and on the 
128k Spectrum; Thor; Set Up. Not 
much on any of these storywise 
either I'm afraid! 

FANTASY 
SOFTWARE 
Raymond Johnson, 

43 Russell Road, 

Gravesend, Kent, 

DA 12 2RT. 

Strangeness abounds in 
the work of Fantasy Soft¬ 
ware, with such well-known 
spoof titles as Fairly Difficult Mis¬ 
sion and A Fistful Of Blood Capsules. 
"It all started up as a hobby", he told 
me, "and grew, over time, into a full 
business.” Through regular mail order 
advertisements, Raymond has built 
himself a niche in the hobby and with 
the humour and weird plotlines of his 
products, I don't think anyone is going 
to oust him! The two games already 
mentioned are credited to Zodiac Soft¬ 
ware, though I guess that the others 
may be Raymond's work! Details fol¬ 
low: 

Fairly Difficult Mission (Spectrum 
Tape at £4.50) 

This is subtitled, 'Or how I learned to 
stop worrying and love dubious her¬ 
mits with no vowels in their name’, 
which gives you some idea of the tone 
of the adventure. Contrary to the title, 
as far as I can tell it has little to do 
with the 1970’s Mission Impossible, 
and seems to be more about Charlotte 
Webster than Mr Phelps! Or is this a 
take-off of US Gold's Impossible Mis¬ 
sion ? Its list of features brings the odd 
smile, the introduction a chuckle and 
the game a string of laughs if you can 
stomach the humour long enough! 
Written by Andy Lowe and Dave Dut¬ 
ton of Zodiac Software. 


West as the Sheriff, Quiet Slurp on the 
trail of a murderous gang of villains 
known in them there parts as The 
Murderous Gang'. And who knows 
why there is a clown carrying a bomb 
on the card inlay! The game, like 
Mission, comes in four parts and is 
bundled together all on one tape. 

Fantasy (Spectrum Tape at 
£1.99/Spectrum +3 Disk at £3.99) 

This is a compilation of three small 
adventures, all designed it seems along 
the style of Myth; short and not too 
difficult. The titles on here are The 
Crystal Of Power, The Rings Of Sat¬ 
urn and The Castle Of Doom, which 
mix fantasy and science fiction all in 
one package. 


After two years, Stormbringer has only 
one release to its credit, a PAW'ed 
graphic adventure called The 
Menagerie (Spectrum 48k), but it is to 
be followed by Bog Of Brit in June or 
July of this year. Ian started in this 
area assisting in playtesting and 
debugging for another mail order com¬ 
pany. "Finally, I felt that I had at least 
one game in me", he says, and The 
Menagerie is it. The game is a 
humourous science fiction adventure, 
setting you as Earth's last vampire try¬ 
ing to escape the Police. Unfortunate¬ 
ly you end up in the Starcross 
Menagerie as a prize exhibit. Here's 
where the adventure starts and 
involves the finding of a quantity of 
blood to avoid death. 

Bog is again humourous but this time 
addresses the sword and sorcery genre 
in a quest for wealth, a sword, etc. 

Both are available from the address 
above. Ian says, T tried all the major 
software houses, but they are very apa¬ 
thetic towards adventures. Fortunate¬ 
ly, Menagerie has been reviewed in 
Sinclair User, Computer & Video 
Games and Adventure Probe. The last 
one having the best response." 



Forgotten Island (Spectrum 
Tape at £1.99) 

Sorry, he didn't give me 
any information on this 
one! 


STORM¬ 
BRINGER 
SOFTWARE 
Ian Brown, 1 Amanda 
Road, Glen Parva, 
Leicester, LE2 9HW. 


A Fistful Of Blood Capsules (Spectrum 
Tape at £4.50) 

A second Lowe/Dutton game, Blood 
Capsules transports you to the Wild 


TONY AND JACKIE 
MARSH 

48 Clifton Road, Regents Park, 
Southampton, SOI 4GX. 
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This husband and wife team took four 
years to write their only QUILL'ed text 
adventure for the Spectrum 48k. From 
idea to completed game, this looks like 
a long time, but it was all spare time 
and would not have been finished 
without the invaluable help of Terry 
Taylor who tidied up the loose ends. 

"I got hold of a copy of the QUILL 
from my sister", Tony says, "and 
decided to make an adventure that was 
fun to play, even for a beginner." The 
result is Puzzled, whose storyline is 
based around the acquisition of six 
missing pieces of Jigsaw in three sepa¬ 
rate sections. Tony explains, "The sto¬ 
ryline is based on waking up in your 
bedroom (or at least thinking you're 
awake) where you are told of your 
quest. You can then wander around 
the house and outside in the garden, 
where you'll find that everything is not 
what it seems (as in any other dream!) 

"The game is roughly divided into 
three sections, upon completion of 
each part there is no return. There are 
over 190 locations in which you will 
travel on a B.R. train, visit the Dog & 
Rat, the local hostelry, visit Heaven 
and follow the Yellow Brick Road. 
We've made the game as user-friendly 
as possible with a very large vocabu¬ 
lary, so that it will respond to even the 
most bizarre input! It is also very 
humourous." 

All this for £1.99 (including post and 
packing). Tony says its a bargain - and 
I cannot disagree with him! 

Well that's all we have 
room for until next 
Issue! If anyone has 
dealt with any other 
home-grown companies, 
then let me know. I 
would also like an alter¬ 
native title instead of 
'home-grown' - can any¬ 
one think of one? Per¬ 
haps we can stretch to a 
prize! So until we meet 
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...WHATS ALL THIS ABOUT A PARTY AT TERVILLIAN'S HOUSE? AND WHY AM I NOT INVITED? WHAT DO YOU MEAN BECAUSE I'M THE BOSS! 


Meanwhile, behind the scenes of the multi-user scene, life is partying away too! 
Every day, new and innovative ideas are coming out of the minds of MUGgers 
everywhere. Sitting on top of this is Pip Cordrey, who has his finger in so many 
pies it’s a wonder that he has kept such a low profile! Yet still his own multi-user 
network is beginning to add a whole range of programs onto the phone lines; and 
he is ever eager to pass these breakthroughs onto you... You really do not know 
the trouble we had to go through to get his feet back on the ground for this... 



CREATOR OF THE MIRRORWORLD UNIVERSE 


Just as text-based adventures on 
micros have proliferated in recent 
years, so online Multi-User adventure 
systems have been highly successful as 
well. They, in fact, have been around 
since the earliest days of computing 
and modems. 

Essex University was the first UK site 
where a MUG was available and such 
was its success that the university 
authorities had to limit MUD's activi¬ 
ties to night-time only. MUD was and 
still is one of the most popular Multi- 
User games, but of course there is now 
quite a choice of good games. 

To play a Multi-User Dungeon you 
need a computer, a modem, communi¬ 
cations software. The object of the 
most games is to accumulate enough 
points to progress to the status of a 
Wizard or some other powerful per¬ 
sona status depending on the story-line 
of the game. This persona usually has 
remarkable powers that other players 
do not have, for example the ability to 
snoop on all other players and to force 
them to do various things. The points 
themselves are gained by collecting 
treasure and killing other characters. 
Few players, however, would confine 
their definition and enjoyment of the 
game to this. 

Role-playing is a very important ele¬ 
ment of Mugs, though the computer 
provides certain important differences 
between this and other role playing 
adventure games. As the games are 
played using a computer at home, 
players have total control over the 
character they choose to project. 
Another advantage of the computer 
run game is convenience. You can 
play Mugs with, and against, lots of 
other people whenever you choose, 
without the bother of arranging a 


meeting place and setting aside an 
evening or day, and of course the 
games run twenty four hours a day. 
Many of the game worlds are fur¬ 
bished with castles and buried treasure 
as most ’Lands’ are ’middle earth’ sce¬ 
narios but increasingly other types of 
game are coming on line with space 
epics like Empyrion. Flash Gordon 
complete with Imperial Princesses are 
a new favourite background story. 
Games usually contain about a thou¬ 
sand locations which are described to 
players who roam around using the 8 
points of the compass plus commands 
such as IN, OUT, UP and DOWN. 

The descriptions you receive as you 
move may contain hints about the best 
route to take next and clues to where 
treasure might be hidden, and of 
course give you clues to some of the 
puzzles that can result in you gaining 
even more points. You are told if any 
other characters are in the area. In 
addition to other people playing the 
game there are a number of ’mobiles’ - 
computer-generated characters - such 
as the casde guard, bats, thieves and 
dragons. 

Fighting can be either a blow by blow 


system, with the player typing each 
attacking or defending move or blows 
can be automatically exchanged, with 
the computer generating the fight 
depending on your stamina which is 
allocated by the machine depending on 
your level. This added to your weapon 
power (if any). This figure is deducted 
from your opponent’s Stamina if you 
score a hit. 

Whether or not you score a hit depends 
on the relative difference in level of 
the two players, and the number of 
blows you get in during a round of 
combat. The fight continues automati¬ 
cally until a player dies, flees or quits. 

In most games fleeing and quitting 
incur points loss for cowardice, but if 
you started the fight, and you're killed, 
all your points are lost. You lose only 
half if you were the victim. One of the 
most popular aspects of Mugs are 
undoubtedly their interactive nature. 
Apart from enabling you to move 
around, fight or hunt for treasure, they 
allow you to meet people. You can 
conduct conversations via your com¬ 
puter keyboard. As you see there is a 
world of adventure waiting for you out 
there, so dust off you modem and get 
playing. 

This comer of Confidential is devoted 
to telling you about all the latest ideas 
and developments in the MUG world, 
so try and get yourself online and 
share in the fun. In the next issue I 
will be reviewing some pretty revolu¬ 
tionary new concepts in game play to 
see you then.Pippin. 

All the games shown use 1200/75 
baud rate with one stop bit and no par¬ 
ity, except Shades micronet when you 
would use standard viewdata software. 


USEFUL TELEPHONE NUMBERS 


Mud2 

Gods 

Zone 

Shades 

Shades MicroNet 

MirrorWorld 

Parody 

Quest 

Empyrion 


01-998-8899 play as Guest or subscibe. 
01-994-9119 play as Guest or subscibe. 
01-994-9119 play as Guest or subscibe. 
0343-810905 Free test port for MicroNet. 

Your local Prcstel viewdata number (2p a minute) 
0883 744044 and 0883 744164. Free to play. 
0883 744044 and 0883 744164. Free to play. 
0883 744044 and 0883 744164. Free to play. 
0883 744044 and 0883 744164. Free to play. 


Io World of Adventure (0883) 844164 and 844044 8 bit, 1 stop bit, no parity 
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STOP PRESS + + + TWO NEW ASSISTANTS HAVE JOINED THE TEAM + + + STOP PRESS 

THE TEAM updated 

The names and faces have again been changed to protect the innocent... 



Agent Ecky Thump 


Northern lass and assistant to 
Agent Orange. Fled from 
home to set up Swedish Mas¬ 
sage Parlour on outskirts of 
Sidcup Bypass. Now doomed 
to life of crime and strange¬ 
ness standing in the comer at 
Cheese and Wine Parties. 
Nice hair (one careful owner); 
nice eyes; weird legs. 



Agent Piggie 


Agent Lockwood's busty assis 
tant. Able to bump into old 
friends walking down back- 
streets of Outer Mongolia and 
fall inlove with up to twelve 
men simultaneously without 
effort. Got her name after 
brief but romantic affair with a 
bicycle pump, a nosebag and a 
Rowntree's chocolate factory. 


STOP PRESS + + + TWO NEW ASSISTANTS HAVE JOINED THE TEAM + + + STOP PRESS 


WITH 

ALICE 

AFORETHOUGHT! 


Well, finally the news is out! After over two years of silence, 
Anita Sinclair has unveiled Magnetic Scrolls' new game. 

The game is to be called 

WONDERLAND 

as is loosely based upon Lewis Caroll's children's novel, Alice's Adventures In Wonderland. Though 
the plot is not the same, and you don't really play Alice in it, there is obviously going to be quite a 
few meetings with Cheshire Cats and Mad Hatters, but we will have to wait for the press launch in 

May before anyone actually sees the game. 

Anita explained in a hurried telephone call, that the game is a text adventure, running within a sys¬ 
tem called Magnetic Windows. You can play it like any normal adventure, but there are 'huge 
amounts of goodies' (to quote Anita). Like the careful poker player she is, Anita has still to let all 
her secrets out of the bag, but she is willing to say that the whole environment is user-definable. So 
you can complete words through menus, there are over 100 locations and each has a graphic (lots 
with animation), there is on-line help and built-in mapmaking. The list goes on. 

FULL DETAILS IN NEXT MONTH’S CONFIDENTIAL! 

P.S. For those of you who were with us reading Issue One - we told you so! 



® 23 @ 




























CONFIDENTIAL File No. 10 : April/May 1990 


...AFTER LAST MONTH'S LOOK AT WHY LINDA WRIGHT CHANGED FROM ADVENTURES TO PBM, HERE'S A LOOK AT THE FINAL RESULT... 



pCe-pCaying Masterpiece UnveiCed By %evin ‘TreBeCC 


itting by the fireplace 
in the tavern, you 
had listened to the 
minstrel singing of 
Arcania, where, if 
legends were true, 
there was to be 
found bountiful trea¬ 
sure, magical gems and races that were 
not like your own. You had heard the 
tales before, of course, but tonight was 
to be different... 

Arcania is a recently released play-by¬ 
mail game from Marlin Games, the 
game is G.M’d by Linda Wright the 
company's owner. 

The overall objective of Arcania 
revolves around searching for the mag¬ 
ical Gems of Power. Collecting one of 
each type of different Gem will bestow 
tremendous powers upon the owner 
and they will be in a position to join 
the 'Powers', these are the ruling body 
of Arcania and are responsible for 
keeping order. Those who have decid¬ 
ed to devote there lives to magic, may 
join the Magician's Guild. This insti¬ 
tution is run by the powers, those who 
have obtained the coveted Gold Robe, 
below these are the Chancellors, Jus¬ 
tices and the lowest level of Magicians 
are the hospice and temple priests. 

While collecting the Gems is the over¬ 
all object of Arcania, it in no way 
dominates the game play. If a player 
wishes they may completely ignore the 
quest for the gems and become 
involved in any activity they see fit. 
During my time playing the game I 
didn't even begin to search for the 
gems, 

Arcania is definitely a game for the 
true role-player, hack and slay mer¬ 
chants beware, this is not your game. 
Although combat does at times occur 
within the game, you are advised to try 
to find a way around it and basically 
keep your character alive. I personally 
enjoyed the game a lot more getting 
involved in the politics of Arcania than 
I would have had I spent my time 
killing everyone in sight. Of course if 
you wish to try this, go ahead. I'm not 



sure that you'll last 
long, but that's your 
choice! 

Before you can 
begin playing Arca¬ 
nia, you must of 
course have a char¬ 
acter to play it with. 

This is where you 
will find Arcania 
very different to 
most games in this 
genre, there are very 
few rules governing 
the character genera¬ 
tion process. The 
one important rule 
that does make 
Arcania very differ¬ 
ent to other games 
is that you may 
only play a human. 

As all characters 
come from the 
continent of Ishar- 
nia, they could 
not have been any 
other race as 
humans are the 
only race within 
this continent. 

Characters may be given some 
interesting traits though; details of 
these can be found within the back¬ 
ground section of the source book. An 
example would be a 4' 5" pygmy from 
the south or a 6' 8" giant from the 
northern territories. 



the 

G.M. will merely make 
things a lot tougher for you, so don't 
think of this as an advantage. Anyway 
if you were indestructible, then the 
game would be nowhere near as much 
fun to play. 


Character generation from this point 
on has no rules attached and should 
only be limited by the player's imagi¬ 
nation. You must design such things 
as Build/Strength, Dexterity and Agili¬ 
ty. You are also encouraged to give 
your character some general character¬ 
istics such as what type of morals they 
have, how honest they are. Finally 
you should design a general back¬ 
ground for your character, the more 
depth you put into this section the 
more fun you will find yourself hav¬ 
ing. 

Although it is possible to design a 15- 
foot giant with incredible strength, it 
will not make your game any easier, 


Once gameplay has begun there are 
still very few statistics that you will 
know of governing the control of your 
character. The only statistics that the 
player will encounter are Health and 
Power points. Health is rated on a 
scale of (0 to 100 with 100 being total¬ 
ly healthy and 0 being dead). Health 
points will go up and down according 
to how tired the character is, whether 
he is injured, whether he has eaten, 
and so on. Power points are basically 
magic points and are split between 
Gem and Other. Gem points increase 
as you collect more gems and Other 
increases as you collect various arti¬ 
facts. The more power points you 
gain, the more adept at magic you will 
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great feature of Arcania is the way that 
the G.M. will adapt the game to each 
player's various preferences. When 
you start, you are given a sheet on 
which to list your various preferences 
within a role-playing game. So if you 
are a great fan of religion then it will 
occur a lot more within the game. As I 
said that I was a fan of player interac¬ 
tion and politics, by turn three I had 
already become involved in a plot to 
overthrow the Powers and had met two 
other player characters. This is one 
game that will be totally different for 
everyone that plays it! You could call 
it tailor-made role-playing. 


Incidentally, the length of the returns is 
very impressive, they average at about 
1,200 words. The shortest that I 
received was two pages long. It 
amazes me that Linda has enough 
time to put this effort into her games. 


One final point that is worth men¬ 
tioning is the quality of the colour 
mapping system employed by the 
game. A full-colour map is given 
away for each island within Arca¬ 
nia. As you start the game within 
Verdor, this is the first map you 
will receive. Overall I really can't 
complain about game play in any 
way. I was so impressed by the 
game that I am tempted to 


become a player after my review status 
has ended. The one little grumble that 
I have is that the source book has a 
rather amateurish look to it. If it were 
to be given a glossy cover and some 
slightly better art work, then it could 
look very good. Other than this, I 
would recommend Arcania to anyone 
who is looking for a game that will 
give them a little more of a challenge. 

Anybody who has been waiting for 
that one game to come along that will 
test their role-playing ability to the full 
- wait no longer. Arcania costs £5.00 
to startup (including 2 free turns) and 
then £1.75 per turn with no hidden 
costs. For more information contact: 
Marlin Games, 19 Briar Close, 

Nailsea, Bristol, BS19 1QG. 
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become. The game is played in the 
tried and tested format of sending in a 
Turn Sheet with your required actions 
written on it and getting back a Return 
Sheet telling you how you got on, 
whether you were successful and so 
on. I have heard of other games being 
described as very similar to having an 
on-going book, and have to say that 
this would describe Arcania very well. 

One very interesting concept within 
the game is that you must find out 
about Arcania yourself. The source 
book will give a background to Ishar- 
nia but says nothing of Arcania. Hav¬ 
ing sent in your character sheet you 
will receive your return along with a 
special edition of the Arcania Gazette 
giving you some general information 
about Arcania. From here on you 
must find out about what is going on 
in the world; as you push harder you 
will gradually find out that all is not 
what it seems. The Arcania Gazette is 
basically a newsletter that gives you 
information about rumours (among 
other things) within Arcania. 

Rumours abound in Arcania and the 
player is free to investigate these as he 
or she sees fit. Some are complete fic¬ 
tion but others are very important and 
may bring great reward. It is up to the 
player to decide which are which. A 


JZLrcania : 

To give you some idea of 
how a game of Arcania 
may progress, I have 
included a piece from a 
turn that I submitted 
and the return that fol¬ 
lowed. The character 
that I played the game 
with was a 6' 8" man 
called Weinreis Muscle- 
bound... 

Sample Turn 

When I have got within a safe distance of 
the Inn I will want some answers. I shall 
mention to the man about the chat in the 
pub. I have a suspicion that he is tied in 
with the girl Amarylis. Is she the girl they 
spoke of in the old manor? I know of the 
rumours that the gypsies are the resistance, 
but I feel that the men at the manor are 
something to do with it. Does he know 
anything about it? It could also be useful 
to show the ring I found to him, is this 
what he was searching for. All of these 
events going on are making me curious, 
having asked him all he knows, if he does 
wish to crush these men, I will help, in 
return for weapons and provisions. 

Sample Return 

You cross the river together then ask Griy- 


on if he had been looking for a ring. 

"Aye, a silver one. I lost it yesterday when 
we went to rescue Amarylis." 

Sullenly, you pull the ring from your pock¬ 
et and hand it to him. Griyon grins. 
"Weinreis, you're a wonder. Tell me, 
where did you find it?" 

"At some ruins back there. Is that where 
Amarylis was held? One of the men said 
something about a girl making rather a 
mess." you answer, then go on to explain 
about what you had found there, before 
concluding: "I overheard the labourers in 
the inn, before you had entered. Talking 
about the lover's tiff between Ross and 
Amarylis, then mentioning the death of the 
girl. They seemed to think that Ross 
deserved a spell in the mines." 

Griyon's face has become solemn as you 
talk and he stops, explaining that they had 
already been attacked at the camp earlier 
although poison in the ale was nothing to 
do with them. 

"We think it was the work of the master, 
not of the freedom sect. It definitely wasn't 
us, that I can assure you of. But your news 
is disturbing. Are you prepared to come 
with us? I think we ought to talk." 

You nod, but your eyes are watching the 
group of riders who have materialised from 
across the plain upon which you are stand¬ 
ing. They pull up and one of them, a tall 
man with black eyes and hair, his skin 
deeply tanned, dismounts. 

"Ross, meet Weinries Musclebound" 
announces Griyon. "He happened to be in 


the tavern at the time I was attacked and 
decided the fight was rather one-sided. 
There were still only two against five, but 
Weinreis here dispatched them with con¬ 
siderable ease!" 

Ross thanks you before glancing over to 
Griyon. "Thanks for letting us know!" he 
scowls, although his eyes are full of con¬ 
cern as he studies his friend. "Are you 
alright?" 

"Aye." answers Griyon. "Just a bloodied 
nose and a cut lip, nothing that won't mend 
in time. Though the bruises might be 
painful for a few days." 

Ross nods, but you get the impression that 
he has learned more than spoken words for 
he suddenly looks towards the others, his 
eyes flashing with some concern before he 
turns back to you. 

"Well my friend, it seems that we have 
more to thank you for. We would be hon¬ 
oured if you joined us, for it appears that 
you have some other news that needs to be 
discussed. But I will be leaving shortly. 
Griyon, perhaps you could explain a little 
to our new-found companions later." 
Griyon nods, then whistles softly. A large 
horse soon appears from across the plain, 
and is given to you. The grey stallion eyes 
you with some suspicion but then neighs 
softly as you stroke him. You are not sure 
about riding bareback, but the stallion 
seems to sense your indecision, and nuz¬ 
zles you happily. With a rare smile, you 
mount up whilst Griyon shares a horse 
with one of the others. 
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...MORE STORIES... IS THEIR NO END TO THE TALENT OF OUR READERSHIP? YET HOW CLOSE IS THIS STORY TO THE TRUTH, TREVILLIAN? 

Ever-willing to include all submissions to the Confidential Papers file, here is a 
thought-provoking tale about Zen and the art of trying to keep one's sanity in the 
Official Secrets offices. I had to re-read this particular short story about three 
times before I began to see all its subtleties. A simple tale simply told. And the 
moral behind it? Well, I think we had better not go into that at the moment. O 
dear, eyes down, here comes the Boss... Look busy! Look busy! While you read... 



There are 
times when 
sanity is a 
very 

abstract con¬ 
cept. Most of 
these times occur 
directly after a com¬ 
puter show or just before your tenth 
gin and tonic, but never in the office 
on a Wednesday afternoon. 

Actually, now I come to think of it, 
Wednesday afternoons are a particular¬ 
ly abstract concept too. They sort of 
redefine the bounds of the Universe as 
we know it, being at some unspecified 
point in the week as a whole. They lie 
between the Well-there's-no-going- 
back-now' mood of Monday mornings 
and the shouts of 'Who-gives-a-damn- 
about-the-deadline-anyway' at a 
minute part five on Fridays. Still, 
despite all the abstractions and general 
confusion over the fact that I am trying 
to do nothing while actually looking as 
if I am very busy, it still comes as 
quite a shock when you find a dwarf 
sitting on your desk. I looked around. 
The office was empty. I looked back 
at the dwarf. It wasn't a pretty sight. 

Aze sat there like a wrinkled prune, his 
face a mass of lines and furrows. Tor¬ 
tured to the point of giving up and 
going home, his ruddy skin gave the 
impression ofBarbara Cartland giving 
an impression of George Bums. Or 
maybe it was George Bums doing Bar¬ 
bara Cartland. I couldn't tell which. 

He was dressed in a green kaftan with 
spirals sewn onto the hem and a 
ploughman's hat (cheese and all) with 
what looked like straw poking out of 



one side, but later turned out to be his 
hair. He also stank - of a rotten mix¬ 
ture of mud, a strong beer and a weak 
bladder. At that moment he was gri¬ 
macing, though this later turned out to 
be his smile. 

So what was I to do? It didn't seem 
right to just ignore him. So after a 
moment I said, "Erm... Hello. Would 
you mind not sitting on my floppy disc 
box. I keep all my WP files in there." 

The dwarf stared at me with torturous- 
ly slitted eyes and with only the barest 
twitch of his auburn beard, replied, 
"My name is Aze. I am questing." 

His voice sounded like two camels 
mating, but I decided to humour him, 
mostly for the reason that if I did it 
made a wonderful show that I was 
doing something. And if it was a hal¬ 
lucination? Well, perhaps I could get a 
few days off on insanity leave. 

"Hello Aze", I tried, "I'm John. What 
are you questing for?" 

To my surprise, the dwarf answered, 
"The Answer." 

"The answer?" I questioned without 
really thinking that this was ludicrous, 
"The answer to what?" 

"The Answer", he said in a whisper, 
yet you could clearly hear the capital 
letters), "to Computers." 

"The answer to computers?" I repeat¬ 
ed, a little confused. In a banal sort of 
way, this convinced me that I was not 
hallucinating. If this was a mirage 
conjured by myself from the subcon- 
cious regions of my brain it wouldn’t 
be so deep. Perhaps it would be quest¬ 
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ingfor the answer as to 
why I always joined the 
wrong queue in the Post 
Office or why the world 
was flat, but not this. At 
least, not on a Wednesday 
afternoon. Anyhow, I 
decided at last, insanity 
leave was out of the ques¬ 
tion. If the others who 
work in this office didn't 
warrant it, then I never 
would. 


"Yes", said Aze, with a frown. 

By his tone, I think he could tell that I 
was not at ease with this statement, so 
he enlightened me. I wish he hadn't. 

"The Answer will explain the fascina¬ 
tion of computers, their attractiveness, 
their charisma. Why are computers so 
tempting, so wanted?" 

I cast a sceptical look at the pile of 
unfinished rough drafts for my next 
article, then at the Apple Macintosh 
beside them. 

"I don’t know what you mean", I said 
honestly. Aze sighed and scratched 
various parts of his anatomy with his 
crusty fingernails. The dullness of his 
tired eyes told me that this had been a 
long day. I tried to make it easier. 

"Computers are a tool", I explained, 
managing a certain amount of convic¬ 
tion, "They do a job, they perform a 
needed function and that's all. I don't 
really know what fascination you..." 
"What about the games?" he asked 
gruffly. The camels were less active 
now. I could almost smell the tobacco 
smoke. 
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"Well, yes, you can play games on 
them", I agreed and would have shown 
him too, if I thought I would have had 
any success forcing one of those fold¬ 
ed disks into the drive. "But mainly 
they are used for business data and..." 

Rude of him though it was, the dwarf 
interupted again. 

"What about the lights? The sounds? 
The groovy music?" 

"I don't know. I don't know." I sound¬ 
ed like I was raving. "I never thought 
the music was all that groovy." 

The situation was getting out of hand. 

I had played one or two of the plethora 
of arcade conversions, had died occa¬ 
sionally in the dungeons of some sor¬ 
did adventure and had even enjoyed 
Pengo in the past, though I am loath to 
admit it in public. Yet there was 
something to this quest. The drawing 
power of computers was a force to be 
reckoned with. Put one on show and 
soon everyone is flocking to it, even 
the computer illiterates, actually, the 
illiterates were usually in the front 
row. 

Obviously, I fathomed, this guy want¬ 
ed to find the strange and mysterious 
magic that these machines held, proba¬ 
bly to take back the knowledge to his 
dwarvish horde, way back whenever. 
I'm sure he's just a leftover side char¬ 
acter from one of Tolkein's novels, I 
mused. Aha - another ounce of proof 
that this can't be a mirage; I haven't 


read Tolkein! Unfortunately, this did¬ 
n't help. 

This information, though quite possi¬ 
bly true, wasn't very enlightening. 

And it didn't seem to make Aze any 
less actual. I scratched my head. The 
dwarf outdid me. He scratched the 
inside of his nose. 

After a long silence - the longest ever 
to have passed over the cramped office 
since Agent Knight had leapt from the 
window clutching Agent Strange's bra 
strap in his teeth, Aze snorted and said, 
"So you can't help me?" 

I had to admit that I could not. 

Tutting very loudly , the midget took 
out a large clipboard and crossed a 
scribble, that could just plausibly have 
been my name, from the sheet. His 
finger slid awkwardly over the jum¬ 
bled list, stopping near the bottom at 
the last uncrossed scrawl. I tried to 
lean forwards to see who it was, but 
Aze's face fell and he quickly stuffed 
the board back into his belt. 

"Thank you for your time", he said, his 
eyes betraying the strain of his task, "I 
am sorry to have impressed upon your 
work." Taking one look at the warped 
floppies, I told him that this was not a 
problem I couldn't cope with. Then I 
asked, "Can I ask whose is the next 
name on your list?" 

Aze frowned once more, creasing his 


face almost in half. "This is the point 
which I have not been looking forward 
to. The next name on the list is the 
last." His tongue wrapped around the 
sentence with consummate ease. "I 
hoped someone higher up would have 
given me the Answer. Still, I must try 
everyone." 

"Yes, I understand", I urged, trying to 
understand, "but whose is the next 
name?" 

"The name on the list?" 

"Yes.” 

"The last name on the list?" 

"Yes!" 

"Vera." 

"VERA! The cleaning lady? But she 
knows nothing about..." I stopped in 
mid-sentence, realising with a shudder 
the implications of what the dwarf had 
just said. 

"Yes", said Aze casually, not noticing 
my distress, "Do you really think you 
should continue writing for this maga¬ 
zine?" And then he disappeared into 
the general haze of shock that sur¬ 
rounded me. And upon the screen, 
there all the time while the dwarf had 
been present no doubt, was my last 
garbled typing, made by a heavy finger 
and an overactive repeat key: 
'AAAAAAAAAAAAAAAAAAAAA 
AAAAAAAAAAAAAA' 

Somewhere, somehow, I could hear 
God chuckling. 

* * * * 



ADVENTURER WANTED! 


The largest adventure Club this side of the Atlantic is 
expanding again and requires an Assistant Editor to work 
on Confidential, the premier adventure, strategy and role- 
playing magazine. 

Ideal applicants would have some relevant experience in 
this field and be educated to 'O' level standard (including 
English Language). A keen interest in computer adventures 
and role-playing games, good knowledge of the software 
industry and proven literary skills are a distinct advantage. 
Salary up to £9200 (according to age and experience). 

Please forward current CV to: John Trevillian, Official 
Secrets, Unit 2, South Block, The Makings, Riverside 
Way, Sawbridgeworth, Herts, CM21 9PG, or phone 
(0279) 726585. 
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... AFTER ALL THE FAN MAIL THAT ARRIVED AFTER LAST ISSUE'S PICTURE IT LOOKS LIKE BIG RON IS A SEX SYMBOL... GOD HELP US! 
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Hopefully this should keep everyone busy over the next two months. A teensy-weensy hintette: most of the clues across are the names of 

adventure games, past and present... 



ACRONIZYMS 


PUZZLING PHRASES BY ALAN PATON 


The following is based upon some¬ 
thing I saw in a newsletter some time 
ago, so I cannot claim originality for 
the idea (ah well, no fame in honesty), 
but these questions are original. 

Each question consists of a mixture of 
words and numbers which make a 
(fairly) well-known phrase or saying. 
You have to complete the answer using 
the first letter of the missing words as 
a clue. For example, if the question 
was 16 O's in a P, the answer would be 
16 Ounces in a Pound. Good luck! 


ACRONIZYMS 
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PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! 


LAST ISSUE'S SOLUTIONS 



The winners of the Big Ron's 
Cryptic Crossword (Issue Nine) 
were: Andrew Fullerton, Sheila 
Norris, Greg Philips, Adrian 
Saint and John Tomms. 

The Anagram Game had only 
one winner and that was 
Matthew Lockheart of West 
Sussex, who will be receiving 


his Future Wars CD very soon. 
The anagrams and answers 
were: German negro (Gnome 
Ranger), Long-term Classic 
(Magnetic Scrolls), Service 
Relapse (Special Reserve), 
Blade to dexter! (Dead Letter 
Box), Eg. Devious Filth... 
(Guild of Thieves), Elastic 
Officers (Official Secrets), Hur¬ 
dled rape nets (Plundered 
Hearts), Enraged mounts (Dun¬ 
geon Master), Denim caps 
(Mindscape), O hated swag! 
(Shadowgate), Ostrich beak 
sacks (Chaos Strikes Back), 
Greek corn art (Rocket 
Ranger), Bit of tethered squirm 
(Quest for the Time Bird), 
Beth's Castle (Battlechess), 
Glinting herd (Red Lightning), 


I rule lusty Sierra! (Leisure Suit 
Larry), I can't find Leo! (Confi¬ 
dential), and Inelegant romp 
rash (Personal Nightmare). 

THIS ISSUE'S PRIZES 

Big Ron's Huge Crossword is a 
little huger than normal, so we 
thought we'd better make the 
prizes a bit huger too. For the 
first five entries pulled out of 
the attache case after 15th May, 
we are giving away a free game 
worth up to £24.99 in the 
shops! 

Alan Paton's Acronizyms gets 
five prizes of money-off vouch¬ 
ers from any Special Reserve 
products, which are redeemable 
on anything in our catalogue. 


PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! PRIZES! 
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...AGENT STRANGE, WOULD YOU PLEASE TAKE A MEMO... TREVHUAN, RE: THROWING JOHN KNIGHTS CHEESE PUNT FROM THE 3RD STOREY WINDOW... 


FOR YOUR 
EYES ONLY... 


Ring! Ring! Ring! -click- 
"Eecause of the space 
taken up by the Speak- 
Easy this month, we 
haven't got a lot of room 
for letters. So let's get 
on with it... 



(Issue 9) arrived, he 
showed it to me. I was 
impressed, even though 
I never play adven- _ 

tures. Unlike other , 

mags, there are not - 
hordes of advertise¬ 
ments with the odd feature here and 
there. 


Dear Boss, 

Having read your recent editorial in 
Confidential, 'A Word From The Boss 
Upstairs', I would like to say this; hav¬ 
ing run my own business, I understand 
your economic and business concerns, 
but a decline in the service you offer, 
even a slight one, runs the risk of turn¬ 
ing you from a Club with members 
into 'just another mail order company' 
with customers. I joined Official 
Secrets because of the service, not the 
prices you offer. Too many companies 
see the user as an irritating interuption 
of their work, and not the cause of it. 
You must not fall into that trap. 

I know how hard it is to get company 
growth and expansion right, but you 
must keep your service the ultimate 
priority. Company and Brand Loyalty 
makes or breaks service companies 
and any delays or compromises risk 
alienating members. 

I'm not saying you have a problem in 
this area, I'm still more than happy 
with the Club, but bear in mind the 
warning. Service must be paramount! 

Thanks once again, Pete Smith. 

The Boss Upstairs says: I'm pleased 
to say that our service is now better 
than ever. We are always reviewing 
and improving the service that we 
offer our members and additions are 
implemented all the time. The most 
recent addition is the Order Confirma¬ 
tion system, where a slip is issued for 
every order we receive. However 
there has to be a compromise between 
service and survival. The Clubs can't 
exist without Special Reserve's aggres¬ 
sive pricing policy, which is responsi¬ 
ble for attracting 90% of new mem¬ 
bers. 

Dear Man In Black, 

My brother recently joined Official 
Secrets and when his first Confidential 


Anyway, my interest rose after reading 
the letter by Hugh Neilson concerning 
a Wargame section in future Issues. 

All I can say is - Go For It! 

I agree with almost all Hugh had to 
say, especially how novices give 
biased anti-wargame ratings in some 
magazines. When they see the graph¬ 
ics, 'envelope boxes and meaningless 
figures', novices are usually given poor 
first impressions. True, graphics are 
rarely a wargame's strong point, but 
this is more than made up for by the 
complexity of the game. Some 
novices do not have the time to perse¬ 
vere or the patience to find out more 
about thewargames they 'review' and, 
thus, biased statements are written. 

An example of this is Austerlitz (by 
PSS), which I recently played with a 
friend. He insisted that he knew the 
game like the back of his hand, 
although on closer examination the 
only orders he was capable of achiev¬ 
ing were such as MURAT ATTACK 
SCHLAPANITZ. An avid Austerlitz 
player myself, I know the game is at 
least capable of handling messages 
like SOULT AT 8:15AM ORDER 2 
CAVALRY DIVISIONS, 6 
INFANTRY DIVISIONS AND YOUR 
ARTILLERY TO DEFEND THE 
HILL 1 MILE SOUTH OF 
KRITSCHEN FOR 2 HOURS. 

To gain the most satisfaction from a 
good wargame, we must thoroughly 
understand the game concept involved 
and possibly have the basic back¬ 
ground knowledge to the time period 
involved. This, especially for the 
younger player, may increase their 
interest in reading and history. 

Anyway, if a professional wargamer 
does begin a regular strategy section, 
here are the ratings which I personally 
would include: 

Challenge - Is the game challenging 
and will the computer opponents give 
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the player a good game for all difficul¬ 
ty levels? 

Realism - Is the game realistic, high¬ 
lighting the problems of an actual 
Commander, or is it just an arcade 
game with loose strategy elements 
included for good measure? 

Response - Games with very slow 
response times are not necessarily bor¬ 
ing, but will beginners be prepared to 
attempt such a game? 

Material - Will a beginner, after read¬ 
ing the background information and 
studying the maps included in the 
game, have at least a basic understand¬ 
ing of how the battle(s) they are about 
to play were fought and what situa¬ 
tions lead up to the conflict? 

Lastability - Has the game such appeal 
so that even once it is finally complet¬ 
ed, one can play it again and again? 
Wargames usually have quite a high 
rating in this category because there is 
the option to play either side. 

If you do begin a Strategy Section, 
will new subscribers have the option 
of receiving free wargames instead of 
adventures? 

Yours sincerely, Stuart Hardy. 

The Man In Black says: Well, Stuart, 
the decision to include a wargaming 
and strategy section has been on the 
cards, as it were, for quite some time 
now. In this Issue, we have included 
an article and will see if this becomes 
a regular feature. Note: We are still 
looking for a wargaming correspon¬ 
dent and would like to hear from any¬ 
one who wants to get paid for playing 
their favourite games! 

That's all I've got time 
for this Issue - keep 
those letters coming and 
I hope you enjoy the 
comments and opinions 
of Ms. Rodrigues over 
the..." -click- -tchuck- 
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This Isn’t The End 


by Mandy Rodrigues 

This may seem a very strange title for 
an article but, it is really in reply to a 
letter which I received from Jim 
Struthers (a regular Probe reader), 
entitled ’Is This The End?' In his writ¬ 
ings, Jim bemoans the lack of space 
devoted to adventures in the 'glossy' 
magazines and goes on to say, "...it 
appears that everyone is arcade game 
crazy. 'Nothing for adventurers on the 
horizon' is a regular cry. 'Adventures 
are dead' is another." Jim goes on to 
mention some past adventure game 
programmers who no longer write 
adventures and says, "Yes, it appears, 
reading through the glossies that 
adventures have seen their day and this 
is why I've often said that we MUST 
support the dedicated 'home-brew' pro¬ 
grammers because if we don't buy 
adventures from these people I can see 
the whole adventure scene crashing 
down around our ears." 

Jim ends by asking me to answer these 
questions. "Are there enough small 
companies and 'home-brew' producers 
to keep us going. Especially for the 
two main contenders for adventures 
(ie. Spectrum and CPC), although we 
already seem to have started to forget 
the CPC as far as programmers are 
concerned." 

"Is Probe healthy? What is the current 
membership total for Probe compared 
to the membership total when adven¬ 
tures were in full swing, bearing in 
mind all computers are catered for. 
Perhaps this will give us an idea of 
how many true adventurers are left." 

Now, I think it is time that we put 
everything into its true perspective. 
Perhaps my answers to the above 
questions and a few facts and figures 
will show that, far from it being all 
doom and gloom, there is a very bright 
future for adventures. 

The current membership for Probe 
subscribers is over 400. Contrary to 
what Jim is inferring in his question, 
this is the highest figure so far for sub¬ 
scribers and the figure has been steadi- 
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Mandy Rodrigues is the editor 
of Adventure Probe, the 
adventure fanzine that was started by Sandra Sharkey 
many years ago. Seen as the leading journal of its type, 
Probe covers the whole range of computers and 
includes a formidable array of articles, helplines and 
features (although not quite as formidable as us!) Since 
Mandy has taken over the position, she is doing a won¬ 
derful job in producing Probe every month (she has my 
sympathies), and regularly submits her own articles on 
the current state of adventuring. The following is one 
such article which appeared in the March issue of 
Probe and which raises valid opposition to the 
harbingers of doom that seem to be flocking around the 
adventure games market. We would like to thank Mandy 
for letting us pass on her opinions. For full details of 
Adventure Probe, see the Dead Letter Box in this Issue. 


ly rising since the beginning. As far as 
this figure shows, the peak hasn't yet 
been reached, so perhaps adventures 
are not yet in ’full swing'! Probe read¬ 
ership is still rather male dominated 
with 70% male readers and 30% 
female. Probe is very 'healthy' and 
could, in fact, be properly called 
Adventure Probe International as we 
now have readers in Australia, New 
Zealand, USA., India, Greece, Oman, 
Italy, Denmark, France, Switzerland, 
Iceland, Norway, Holland, Belgium, 
Portugal, Sweden and Spain. 

It seems to be a fact that youngsters do 
not become interested in adventuring 
until they average 17 to 18 years old 
(although there are some exceptions) 
and, as youngsters are getting into 
computers all the time and it stands to 
reason that they will sooner or later 
come across their first adventure and 
'become hooked', so we can expect a 
healthy new crop of adventurers every 
year. Adventuring is not a youngsters 
pastime as the following figures show. 
Probe readership (of those who give 
their ages) is as follows: Under 20 
years 7.4%, 20 to 30 years 20.9%, 30 
to 40 years 28.4%, 40 to 50 years 25%, 
50 to 60 years 10.2%, 60 to 70 years 
4.7%, 70 to 80 years 2.7% and over 80 
years 0.7%. 

As far as your 'main contenders' in 
computer adventurers go, Jim, I am 
afraid you are wrong when you sug¬ 
gest that the main two are Spectrum 
and CPC. Spectrum is indeed way 
ahead of all the others with a massive 
37.5%, but then we have Commodore 
18.7%, Atari ST 13.2% and Amstrad 
CPC with 8.7%. The other computers 


are Amiga 6.5%, BBC 4.1%, Amstrad 
PCW 4.1%, PC 1.9%, MSX 1.2%, 
Atari 0.8%, QL 0.7%, Dragon 0.7%, 
Sam Coupe (hurrah, we've got some!) 
0.7%, Vic 20 0.2%, Apple 0.2%, Lynx 
0.2%, TRS-80 0.2%, Sharp 0.2% and 
last, but not least, Oric 0.2%. I do 
sympathise with Amstrad owners and 
the lack of support for their machines, 
but Commodore and BBC owners are 
suffering too and, worse still, consider 
the plight of adventurers who own 
MSX, Atari XE, QL, Dragon, etc. 

One MSX reader recently told me that 
he is now playing his very last adven- 
ture which is Lancelot by Level 9. 
They were his ONLY source of adven¬ 
tures. 

In the USA, Australia and New 
Zealand the main computers are 
Amiga and Commodore 64. Southern 
Europe seems to be mainly Spectrum, 
Commodore, Amiga and Atari ST 
although there seem to be a few 
Amstrad CPCs in Spain. Northern 
Europe is mainly Commodore, Amiga 
and a few Atari STs. It seems that 
Commodore and Amiga have the over¬ 
seas market well 'wrapped up’ and the 
Atari ST hasn't taken off so well. Per¬ 
haps Atari themselves are at fault here 
with a distinct lack of promotion for 
their machine. It is when we look 
carefully at these facts and figures that 
we see perhaps some explanation as to 
why the trend of some software houses 
seems geared towards the Amiga when 
trying to cater for the overseas market 
and also the American companies no 
longer support many of our 8-bit 
machines. 

This leaves us in a rather difficult situ- 


® 31 ® 















CONFIDENTIAL File No. 10 : April/May 1990 


ation. Whether we like it or not, we 
have to admit we adventurers are in a 
minority. Arcade addicts constantly 
demand improved sound and graphics 
and so they move more swiftly to the 
16-bit machines. Adventurers, in the 
main, are quite content with screens of 
text and quite often turn off the graph¬ 
ics to speed up play, some even still 
use a monochrome television. The 
sales are becoming geared to 16-bit 
mainly due to the large arcade market 
and any adventures which are pro¬ 
duced by the larger companies will be 
for these larger machines. So we find 
ourselves forced to upgrade if we want 
to receive the newer adventures. 

We then turn to the 'home-grown' 
adventure producers. Yes, I am certain 
that they will continue to provide us 
with our adventures for as long as 
there is a demand for them. In many 
cases 'home-grown' is rather an unfair 
title to give these authors just because 
they prefer to do their programming at 
home. Many of their adventures are 
vastly superior to those that the larger 
companies offer us. One other fact, 
which is sometimes forgotten, is that 
these authors are also adventure play¬ 
ers themselves and so they know 
exactly what we are looking for in our 
games. 

It is worth remembering, also, that 
many software houses who produce 
adventures such as Level 9 were once 
considered a home-grown company. 
Many of our home-grown companies 
are the new Level 9's of tomorrow! I 
agree with Jim when he says that the 
future of adventures is in their hands. 
Of course they are, and in very safe 
hands too. All companies have to start 
in a small way and I am convinced that 
these companies are the larger compa¬ 
nies of the future. Are we, perhaps, 
doing them a disservice in giving them 
this title which gives the impression of 
an amateur operation when, in fact, 
they are in most cases very profession¬ 
al in the running of their business? 

But, when we see the figures of com¬ 
puters owned, is it any wonder that, as 
authors produce their work on their 
own machines that there will be many 
more produced for the Spectrum? 
When the money from their sales has 
to be invested in further computers, 
can we reasonably ask that they buy a 
computer which has insufficient sup¬ 
port to justify the outlay and that 
resulting sales will perhaps not cover 
the cost of the initial investment? 

It is for this very reason that Probe has 
offered itself for a base in which 
authors and different computer owners 
can be put in touch with each other to 
have their game converted to a wider 
format. So far a few have successfully 


got together and work is going ahead 
to convert many Spectrum adventures 
to the Amstrad and Commodore but, it 
must bejsaid that, despite having 
received many offers from readers 
willing to do the conversions, I have 
had very little contact from authors to 
date. 

Recently one or two of our 'home- 
based' authors upgraded to the Atari 
ST and converted their adventures for 
this, but they were horrified at the poor 
sales of their adventures on this 
machine. It is just a thought but, could 
the reason for this be that many adven¬ 
turers had already played those games 
on their 8-bit machines before upgrad¬ 
ing? Perhaps when new adventures 
are written on the ST by these authors 
they will see a corresponding differ¬ 
ence in sales. Could it be, perhaps that 
most of the people who upgraded to 
Atari ST are arcade players or pro¬ 
grammers and so are not interested in 
adventures? 

Adventures are not dead at all, nor is 
the text adventure a thing of the past. 
One problem is that software compa¬ 
nies are now concentrating on larger 
computers and withdrawing their sup¬ 
port from the older 8-bit computers 
which we love so much. But how 
many of us can afford to upgrade to 
the larger computers so that we can 
continue with our hobby uninterrupt¬ 
ed? The other problem is promotion 
of adventures. I blame that problem 
firmly on the high street shops. Many 
moon ago, someone decided in their 
infinite wisdom, that software which 
didn’t contain beautiful graphics 
could not, under any circumstances 
be displayed on their hallowed 
shelves. This, naturally, meant 
that adventures were pushed out 
of sight and arcade games 
reigned supreme in the shops. 

This, in turn, encouraged the 
adventure writers to turn to 
graphics so that they could get 
a foothold in the shops. 

We had to rely on mail order 
for our adventures but this 
meant that we missed out on 
a lot of very good adven¬ 
tures. How do new 
Amstrad and BBC adven¬ 
turers ever get to hear 
about Topologika? You 
cannot browse amongst 
the shelves and come up 
with a copy of Dungeon 
Adventure in a high 
street shop. If a new 
adventurer doesn't hap¬ 
pen to see that 'wonder¬ 
ful review' in a glossy magazine 
one month, it is possible that they will 
never hear about it again. If adven¬ 


tures were regularly stocking the 
shelves then would it be unreasonable 
to suppose that many younger new¬ 
comers would discover the wonders of 
adventuring far sooner and life for 
adventures in general would be easier? 

New adventurers are appearing all the 
time. Each month I hear from people 
who say that they have just completed 
their first adventure and are avid for 
more. For most adventurers, those 
with machines considered 'popular', 
the future is very bright. For others 
whose machines are not so well sup¬ 
ported (Amstrad, BBC, etc.), they will 
have to go to a little more trouble to 
obtain their adventures and for whose 
machines have lost the support of the 
software houses, such as MSX, Drag¬ 
on, Oric, etc., their only recourse will 
be to look out for a second-hand Spec¬ 
trum perhaps or upgrade to a larger 
machine. 

Second-hand Spectrums can be found 
for between £20 to £50. Last week 
someone I know found one in a jumble 
sale with all the leads, tape deck and 
manuals for the fantastic price of 40p! 
It needed a little attention and the 
repair cost £6.75. They are delighted 
with their fabulous bargain! Adven¬ 
tures are not dying at all, they are just 
evolving. 

As long as we adventurers are here, 
constantly demanding more adven¬ 
tures, doing our best to cut out piracy 
and supporting the 'home-based' pro¬ 
ducers, then the future for adventures 
will be assured. 
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